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. PREVIEWED! ALIEN BREED 3D © PUSSIES 
= GALORE © WORMS @ ELITE Ill 
~ REVIEWED! ATR © SKELETON KREW © 
KING PIN @ SPEEDBALL 2 CD32 


c ANNON FORDER 
tie! Che Settlers 
TT 

CANNON } 
FODDER 


Sensible 
SS PCA awh 
EUROPEAN 

TOUR 


CANNON FODDER 
SETTLERS T2 
CHAOS ENGINE 


BEAU JOLLY COMP PGAEUROPEAN TOUR MONKEY ISLAND 2 


25.99 18.99 or 19.99 a1200 12.99 


THEME PARK 
21.49 or 22.99 ai200 


PREMIER MGR 3 
16.99 act FormMaATS 


CANNON 
FODDER 


SENS! WORLD OF SOCCER 


19.99 


CANNON FODDER 2 
19.99 


MORTAL KOMBAT 2 
20.99 


JUNGLE STRIKE 
18.99 or 19.99 i200 


ENEMY UNKNOWN 


€%, 


LION KING 


TOWER ASSAULT 


FLASHBACK, 
CRUISE FOR A CORPSE, 
ANOTHER WORLD, 
OPERATION STEALTH, 
FUTURE WARS 


CANNON FODDER ROAD KILL SUBWAR 2050 _— CLASSIC COLL. - DELPHINE 
12.99 or 21.99 co32 20.99 1200 & cp32 24.99 a1200 21.99 cps2 20.49 


MONKEY ISLAND, 
INDY JONES & LAST 
CRUSADE , LOOM, 
MANIC MANSION, 
ZAK MCKRACKEN 


- LUCAS ARTS 
20.49 


CCA 
TOWER ASSAULT 


13.99 or 19.99 cps2 


UFO 
24.99 a1200 21.99 cps2 


ZEEWOLF 


20.99 


ALADDIN 


19.99 a1200 


AMIG, 


JUNGLE STRIKE 


20.99 cp32 


BENEATH A STEEL SKY 
21.99 cp32 


GUARDIAN 
19.99 cp32 


23.99 cp32 


SIMON THE SORCERER 


TRIVIAL PURSUIT 
10.99 cps2 


‘coe pa, G UPER 


SUPER STARDUST 
18.99 cp32 


TOP GEAR 2 
19.49 cps32 


THEME PARK LITIL DIVIL 


23.99 cp32 


18.99 cps2 


CANNON FODDER 12.99 PINBALL FANTASIES (512K) 12.99 CANNON FODDER 1.99 
CANNON FODDER 2 19.99 PIZZA TYCOON e »2 99 peas 2 . LIBERATION > 99 
will not work on A500 | captive 2 \iBERATION: 8.99 POLICE QUEST 3 12.99 CASTLES 2 17.99 
Plus, A600 or AI2Z00_- | CENTERFOLD SQUARES + +90 POWERMONGER 70.00 EXTENSIVE COMPILATION OF 
. 5] + | S ZOMPI 
will not work on Al200 CHAMPIONS OF SPORT WW 1 DATA DISK (512K) 11.49 SHAREWARE AND PUBLIC DOMAIN 
ill k on 512k wether Lg, PREMIER MANAGER 2 9.99 SOFTWARE. CONTAINS OVER 300 rt et ae ON 
. 2 é vt . - > 300 
Win WOrn OF INTERNATIONAL RUGEY 15.99 DREMIER MANAGER 3 16.99 MUSIC MODULES, PICTURES S355 
CHAMPIONSHIP MANAGER 93/94... 6.99 PRINCE OF PERSIA 6.99 ANIMATIONS AND GAMES 14.99 Aa 
= NEW Item CHAMPIONSHIP MANAGER 94/95 PROJECT X (SPECIAL EDITION)... 10.49 CDPD VOLUME 1. ‘4 
# END OF SEASON DATA DISK 12.99 REACH FOR THE SKIES (512K) 11.99 FRED FISH DISKS 1-660 AND — 
CHAMP MANAGER COLLECTION RISE OF THE ROBOTS 27.49 LOTS OF PD/SHAREWARE « 19.99 
1995 EDITION « 18.99 ROAD RASH (512K 10.49 CDPD VOLUME 2. 
93/94 + UPDATE DISK 14.99 RORKE’S DRIFT (512K) 7.99 FRED FISH DISKS 661-760 
AIR BUCKS V1.2 11.99 CHAMP MANAGER ITALIA 93/94 .,. 14.99 RUFF AND TUMBLE 18.49 PLUS SCOPE DISKS 1-220 BRILLIANCE V.2 AGA. N/C = NATIONAL CURRICULUM 
CHAOS ENGINE (512K) 9.99 RUGBY COACH « 4.99 AB20 ARCHIVES AND LOTS PREMIER PROFESSIONAL / ART PACKAGE ‘ f 
ALADDIN ng pepe : “ e A tyech 0 ' 0 OUT OF 10 - DRIVING TEST (16+ 
ALFRED CHICKEN 17.99 CHUCK ROCK « 8 99 RUGBY LEAGUE COACH 19 49 MORE PD/SHAREWARE ¢ 19.99 MB, HARD DRIVE REQUIRED 48.99) wicral| ABLE 19.99 
ALIEN BREED 2 18.99 CIVILISATION 24.49 SC RABBL E (512K) 16 49 CDPD VOLUME 3. oF ' PC TASK V.3. CLT OF 10. : - we 
BANSHEE 18.99 CLASSIC COLLECTION-DELPHINE 9 SECOND SAMURAI (NOT2) aa pt age a SOFTWARE PC EMULATION SYSTEM FOR ae ae 
aera. 18.99 FLASHBACK, CRUISE FOR ACORPSE, SECRET OF MONKEY ISLAND |, 12.99 Dew LANDSCAPES AND : AMIGA A1200. WINDOWS COMPATIBLE WHEN Leeastet 
BODY BLOWS 11.99 ANOTHER WORLD, OPERATION COUPON - DEDUCT £2 UNTIL MAR 31 yptiaceny BOOKS TEXT 19.99 USED WITH A4000. REQUIRES DOS 3.3 OR 10 OUT OF 10 - FRENCH (8-16). N/C 
BODY BLOWS GALACTIC 18.99 STEALTH, FUTURE WARS 20.49 SECRET OF MONKEY ISLAND 2 12.99 ete _ : ABOVE. 2 MB, INSTALLABLE « 59.99 ATTAINMENT TARGETS 384. INSTALLABLE 19.99 
BRUTAL FOOTBALL DELUXE 15.49 CLASSIC COLLECTION-LUCAS ARTS | COUPON -DEDUCT £2 UNTIL MAR 31 COPD VOLUME 4. yas 
CHAOS ENGINE 18.49 ' — A sq ©FRED FISH DISKS 891-1000 VISTA PRO (LITE) 10 OUT OF 10 - JUNIOR ESSENTIALS (5-11) 
pay oh motel 282 ~(MONKEY ISLAND, INDY JONES & SENSIBLE GOLF 20.49 OVER 700 FONTS, RAYTRACING CREATE SPECTACULAR VIRTUAL WORLDS BUILDING FOUNDATIONS FOR MANY AREAS 
CIVILISATION AGA 16.99 THE LAST CRUSADE, LOOM, MANIAC _— SENSIBLE SOCCER - INTERNATIONAL sd ; aaa Saas Da COME AY sale aeadaa aden 
DETROIT 21.49 IC) + q UTILITIES, APPLICATIONS AND ¢ WITH THIS POWERFUL SCENERY CREATOR OF THE N/C. INSTALLABLE 19.99 
9 MANSION, ZAK MCKRACKEN 20.49 EDITION 14.99 > “ BAN ARIVE REO RET 
OREAMWE 3 QC pee : Sai COMPILER 18.99 AND ANIMATOR. 2 MB, HARD DRIVE REQUIRED 26.99 Scape 
2EAMWEB 23.99 UB FOOTBALL - THE MANAGER 14.99 SENSIBLE WORLD OF SOCCER... 19.99 Crags ENGINE ae ADI ENGLISH (11-12) 14.99 
DUNGEON MASTER 2 Ae So rehae in Coane % o Se tog SETTLERS MOR fae eee 1-99 WORDWORTH V.2 AGA ADI FRENCH (12-13) 14.99 
EXILE a *-99 SILENT SERVICE 2 (NO12) 11.99 5 tera erate 1599 WORD PUBLISHER, EXTERNAL DISK OR ADI FRENCH (13-14 14.99 
FIELDS OF GLORY 23.99 ‘ NTN 1<.99 HARD DRIVE REQUIRED ADI FR H (14-15) 14.96 
FOOTBALL GLORY 19.49 SILENT SERVICE 2, F19 STEALTH OAs CLASSICS 3 IN 1 DISPOSABLE HERO 13.99 acremetpambs areca sia re 
GUARDIAN 20.99 FIGHTER. PACIFIC ISLAND 20.99 SIMCITY CLASSIC, SIM LIFE DIZZY - THE BIG SIX 1249 WORDWORTH V.3.1 AGA ADI GCSE ENGLISH PACK (14-16 23.99 
HEIMDALL 2- BANE OF ASGARD 21.99 : : SIM ANT (1.5MB RAM REQUIRED) 23.99 DRAGONSTONE 18.99 WORD PUBLISHER. PREMIER TOP QUALITY ADI GCSE FRENCH PACK (14-16 20.99 
IMPOSSIBLE MISSION 24.99 COMBAT CLASSICS =. SIMON THE SORCERER 21.99 OREAMWES. om 2 3.99 es sp A error bag eng oo EXTERNAL — ADI GCSE MATHS PACK (14-16) 0.99 
ISHAR 2 - LEGIONS OF CHAOS ... 18.99 HISTORYLINE. CAMPAIGN SIMON THE SORCERER 2 fico ELITE 2 (PRONTIEN) ‘oe ne = 89 ADI JUNIOR COUNTING (6-7 15.99 
GUNSHIP 2000 23.99 cin MARKS 1409 EXILE 19.49 ADI JUNIOR READING (4-5) ‘oD 
JAMES POND COLLECTION COUPON - DEDUCT £3 UNTIL MAR 31 Senaaruan unin sag EXTRACTORS * 19 49 a oan on saan eae 
JAMES POND 2 & 3 11.99 CRICKET CAPTAIN (NOP) « 4.99 ee a vw hacks Sag FIELDS OF GLORY 22.99 sian (6 
} } : er worery om : > OS Al f 5 (12-13) 14.99 
JUNGLE STRIKE Ld ey on pee EE FIRE AND ICE 12.99 AMOS - PROFESSIONAL perebestlcnhng ee ie « 
LION KING 19.99 DAILY DOUBLE HORSE RACING ¢ 4.99 SPACE LEGENDS FLINK e : . : 19.99 POWERFUL GAMES CREATOR INSTALLABLE 29.99 AL v — (is sa .¢) 
MIGHTY MAX 18.99 DAWN PATROL 23.49 WING COMMANDER FRONTIER - 1ST ENCOUNTERS « 19.99 FUN SCHOOL 4 (2-5) 17.99 
~ DESERT STRIKE 10.99 MEGATRAVELLER, ELITE 11.99 FURY OF THE FURRIES 16.99 AMOS - COMPILER PROFESSIONAL. FUN SCHOOL 4 (8-7 van 
ON THE BALL (HARD DRIVE ONLY) DETROIT 21.49 SPECIAL FORCES a GUARDIAN 1999 COMPILES AND SPEEDS UP PROGRAMS ( af oo : (5 17.99 
~ LEAGUE EDITION 12.49 DOGFIGHT 12.99 pana a tay ao mia a7 HEIMDALL 2- BANE OF ASGARD 21.99 WRITTEN IN AMOS, EASY AMOS OR atl 
- WORLD CUP EDITION 12.49 DREAMWEB 23.49 * at 1 2 (OTEK) S HUMANS 1 & 2 19.49 AMOS PRO. INSTALLABLE 25.99 FUN SCHOOL SPECIAI 
PGA EUROPEAN TOUR 19.99 DUNE 11.49 SPORTS MASTERS A IMPOSSIBLE MISSION 2299 pbaTASTORE DATABASE SYSTEM. MERLIN’S MATHS (7 11 18.99 
PINBALL ILLUSIONS » 19.49 ELITE Oiay 0 ee eee SEES PONE S 10.99 SIMPLE TO USE, FULLY FEATURED, THOROUGH SPELLING PAIN (7-13) 8.90 
PREMIER MANAGER 3 16.99 rll - Soe cuenta eines i VEREES, EUROCEAN COREE Danae 50 “GMOS ‘ YY DATABASE SYSTEM FEATURING A WORDWORTH MICRO ENGLISH (8 TO ADULT). N/C 19.99 
ROAD KILL 20.99 EYEO EHOLDE 12.49 STABLE MASTERS 109 “SUSE 1.99 LIKE INTERFACE. INSTALLABLE 44.99 MICRO FRENCH (8 TO ADULT). N/C 
SABRE TEAM 18.99 EYE OF THE BEHOLDER 2 12.49 sTey S S Re 4.99 LABYRINTH OF TIME 19.49 WITH SPEECH 19.99 
i 9 Ft (DOMARK) 17.99 STEVE DAVIS WORLD SNOOKER ® 4.99 crags 309 DELUXE PAINT 3 WITH S 
SHADOW FIGHTER 19.49 ~ STREETFIGHTER 2 (512K 11.49 . ; MICRO GERMAN (8 TO ADULT). NC 
00 F117A STEALTH FIGHTER 2.0 12.99 = LITIL DIVIL 18.99 VERY POWERFUL ART AND ANIMATION phen nl > a 
SIM CITY 200C baat nye STRIKER MANAGER 4.99 . +3 b = bh Beaty A WITH SPEECH 19.99 
HARD DRIVE/5MB RAM REQUIRED23.99 FIELDS OF GLORY 22.99 SUPER FROG 16.99 LOTUS TRILOGY (LOTUS 1, 2,3 18.99 PACKAGE WITH EXTENSIVE FEATURES MICRO MATHS (114). N/C 19.99 
SIM LIFE (1.5MB RAM REQUIRED) 12.49 FIFA INTERNATIONAL SOCCER ... 23.49 * . *’ MAN UTD PREM LGE CHAMPS 19.99 ABEST SELLER AND A TOP AWARD WINNER MICRO SCIENCE (8+). NIC 7 on 
SIMON THE SORCERER >3.99 FOOTBALL DIRECTOR 2 « 4.99 SUPER SKIDS MASTER AXE 18.99 MANY FONT AND PRINTING OPTIONS AND : = : : 
SIMON THE SORCERER 2 53.99 FOOTBALL GLORY 17.99 SKIDMARKS + MEGA RACE 23.99 SAMPLE ANIMATION AND ART INCLUDED NODDY’S BIG ADVENTURE (3+) INSTALLABLE ... 19.99 
SKELETON KREW 7 51.99 FORMULA 1 GRAND PRIX (512K) 13.49 EXTRA CARS & TRACKS 20.99 MICROCOSM 32.99 INSTALLABLE 9.99 pen S PLAYTIME (3+). EDUCATIONAL 
+ : STERS 9¢ DVENTURE INSTA AB 19.99 
SOCCER KID Oe TIEN  ISTENCOLINTERS © lone SUPER STREETPIGHTER 2 « 0.99 MICROFRENCH CD (8 TO ADULT DELUXE PAINT 4. ENTE ENGL ALLAGLE 
STAR TREK - 25TH ANNIVERSARY al (812 . “4 SWIV (512K) (NOP) 299 THE FIRST EVER LANGUAGE EXTENSIVELY FEATURED. DESIGN, PAINT 
(HARD DRIVE ONLY) 23.99 GOAL (512K) ~ 899 SYNDICATE 23.99 COURSE FOR THE CD-32 AND ANIMATE IN UP TO 4096 COLOUR HAM 
GRAHAM GOOCH - TEST MATCH a. : 
SUB WAR 2050 4.99 SPECIA 1949 THE GREATEST FEATURES REAL SPEECH MODE. INSTALLABLE 45.99 
wa ¢ - e* .% =] . . AsiT > > i ¢ “LA . T y | SY 
COUPON - DEDUCT £3 UNTIL MAR 31 GunsHiP 2000 14.99 JIMMY WHITES, DUNE COMPLETE WITH PHRASE BOOK 26.99 pe: UXE PAINT 5. PREMIER ART, DESIGN AND A-TRAIN OFFICIAL STRATEGY GUIDE 6.9% 
SUPER STARDUST 18.99 HEART OF CHINA 10.99 LURE OF THE TEMPTRESS 14.49 NICK FALDO'S GOLF 3.99 ANIMATION PACKAGE FEATURING FULL 24 BIT AMIGA GAMES, HINTS, TIPS, CHEATS AND 
>» Oc e XS y VE i U INS 9 ac 
TFX . 25 99 "GOUPON -DEDUCT £2 UNTIL MAR 31 THEME PARK 01.49 NOW ... GAMES 1 FRU JE ( OLOL UR RGB ~ DI TING art ADVENTURE SOLUTIONS 99 
THEME PARK 22.99 HIRED GUNS 1399 TOP GEAR 2 17.4q 100 PD/SHAREWARE GAMES * 19.99 2MB, INSTALLABLE YRKBENCH 2.04+ 57.99 aiGA HARD DRIVES INSIDER IDE 
TOP GEAR 2 (1 MB) 17.49 2 GUNS 3.96 j é ¢ AMIGA HARD DRIVES INSIDER G\ 
: / / ; HISTORYLINE 1914-18 21.99 TORNADO 12.99 NOW... GAMES 2. DISK EXPANDER. A FLEXIBLE AND EAS) A COMPREHENSIVE AND THOROUGH GUIDE 
UFO - ENEMY UNKNOWN 24.99 100 PD/SHAREWARE GAMES « ... 18.99 + = re INA eve a TAA + . 
NEMBLEY - INTN’L SOCCER 17.49 MOOK (512K) 6.99 UFO - ENEMY UNKNOWN « 22.99 O USE DISK DOUBLING SYSTEM. ALLOWS O GETTING THE BEST FROM YOUR AMIGA 
i , INDIANA JONES FATE OF ATLANTIS ULTIMA 5 (512K) (NO12 5.99 PINBALL FANTASIES 19.99 BOTH FLOPPY AND HARD DRIVE USERS TO HARD DRIVE 12.99 
ADVENTURE 24.49 UNIVERSE 22.49 PINBALL ILLUSIONS e 19.49 INCREASE THEIR STORAGE CAPACITY : ; me oeuse 5 , 
: . = ua ag Gays aie AMOS IN ACTION A COMPREHENSIVE GUIDE TO 
TABUAA Xd ) rr WALKER ( 12 ic se OWERDRIVE . wring hvatomadanionpiasaniengg 34.99 USING AMOS WITH PRACTICAL EXAMPLES 11.99 
ae JAG J220 9.46 \ (512K) »OWE VE 20.99 SMPREHENSI\ 
A-TRAIN + CONSTRUCTION SET 12.99 JIMMY WHITES SNOOKER (NO12) 11.49 WEMBLEY - RUGBY LEAGUE 17.49 PROJECT X S/E & F17 CHALLENGE 17.99 ire punLininea SVSTER WITH e) ER 1 r FRE E CANNON FODDER OFFICIAL GUNDS a 
A320 AIRBUS * 20.99 JOHN MADDEN’S FOOTBALL (512K) 10.49 WING COMMANDER 1 5.99 RISE OF THE ROBOTS OY ld clinch may $7 4MBOR MOR CORISH’S COMPUTER GAMES GUIDE (HINTS, TIPS 
AIR BUCKS V1.2 (512K) 11.99 JUNGLE STRIKE 18.99 ROAD KILL 0.99 LYPEFACES. (2 MB MINIMUM, 4 MB OR MORE AND POKES FOR OVER 600 COMPUTER GAMES) 12.99 
AIR SUPPORT « 9.99 K 4 : UTOPIA ) , 49 WORLD CUP YEAR 94 SABRE TEAM 19.99 RECOMMENDED, HARD DRIVE REQUIRED 69.99 
. na 240 ( «) 19.44 iAMP MANAGER 94 + DAT : pe YE OF THE BEHOLDER 2 HINT BOOK 9 
AKIRA ° 20.99 KGB (512K) 1140 res Dee ere, a. SS CRNTROY 17.99 HANNA BARBERA ANIMATION WORKSHOP Se cass Gea Aenea oieaie ae 
ALIEN BREED KINGS QUEST 6 ee SENSIBLE SOCCER INTNIL 1299 EXCELLENT ANIMATION PACKAGE CAPABLE 
TOWER ASSAULT (512K 13.99 KNIGHTS OF THE SKY 12.49 WORLD OF FOOTBALL* 20.99 SHADOW FIGHTER + 21.99 OF CREATING CARTOONS AND QUALITY GUNSHIP 2000 OFFICIAL STRATEGY GUIDE 14.99 
ALIEN BREED 2 17.49 LEGENDS OF VALOUR (NO12 1 ! he) ZEE Wo F 20.99 SIMON THE SORCE RER 23.99 ANIMATIONS 29.99 WinlANA JONES AND FATE OF ATLANTIS 
AMAZON QUEEN + 20.99 LEISURE SUIT LARRY 1 ae OM! 0 SKELETON KREW e199 HOME ACCOUNTS 2. TOP FEATURED HINT BOOK. WALKTHROUGH SOLUTION 
AMERICAN GLADIATORS (512K) (NO12) 13.99 LEISURE SUIT LARRY 3 12.49 SOCCER KIO 19.99 PERSONAL FINANCE/SMALL OFFICE MANAGER TEAM. WITS AND FISTS PATHS 
ARCADE POOL 7.99 LEMMINGS « (512K) ’ 999 SI EEDBALL z 13.49 INSTALLABLE 25.99 SPECIAL RESERVE CLUB VERSION 2 09 
ARCHER MACLEAN’'S POOL (512K)11.99 LOMBARD RAC RALLY (512K) 6.99 STRIKER 13.99 
: LORDS OF THE REALM 21.49 17 BIT COLLECTION 2 CD'S 8 WAR 2080 1s qq NOME ACCOUNTS. THE ORIGINAL KIDS AND COMPUTERS PARENTS HANDBOOK 
AWARD WINNERS 3 MAN UTD PREM LGE CHAMPS 18.99 MASSIVE 2 CD SET OF GAMES COUPON. ‘DEDUCT €3 UNTIL MAR By VERSION OF THIS BEST SELLING MONEY LEARN WHAT YOUR CHILDREN COULD AND SHOULD 
CIVILISATION, ELITE 2, LEMMINGS 20.99 MAN UTD PREMIER DATA DISK 8.99 DEMOS, EDUCATION, MUSIC AND MANAGING APPLICATION. INSTALLABLE 4.99 BE DOING ON HOME AND SCHOOL COMPUTERS 12.99 
COUPON - DEDUCT £3 UNTIL MAR 31 MicRO MACHINES (512K) 12.99 GRAPHICS « oS di ae 
B17 FLYING FORTRESS « 12.99 NOP 519K). 5 % SUPER STARDUST 18.99 KINDWORDS 3. FULLY FEATURED VALUE MASTERING AMIGA ( 15.99 
RATTLE FOR THE ASHES © aon etter ht 19-92 17 BIT CONTINUATION. THEME PARK « 23.99 FOR MONEY WORD PUBLISHER. INSTALLABLE 25.99 MASTERING AMIGA PRINTERS 13.99 
BATTLE OF BRITAIN (512K) 12.49 MORTAL KOMBAT 2 20.99 MUGE FOLLOW Ur ns TOP GEAR 2 : 19.49 MINI OFFICE. INTEGRATED WORD PARENTS GUIDE TO VIDEO GAMES. AN EXCELLENT 
MR BLOBBY (512K) gag 10.17 BIT COLLECTION® 19.99 TRIVIAL PURSU! 10.99 PROCESSOR, SPREADSHEET, DATABASE GUIDE TO WHAT YOUR CHILDREN ARE PLAYING ON 
BEAU JOLLY COMP ; ~ ; A.T.R. (TEAM 17) 20.99 UFO - ENEMY UNKNOWN 21.99 nN nis ITIES TAL | T ONSO 9 9¢ 
CANNON FODDER, SETTLERS NEW WORLD OF LEMMINGS 20.99 Avinae y+ AND DISK UTILITIES. INSTALLABLE 36.99 THEIR CONSOLE GAMES .99 
CHAOS ENGINE. T2 5.99 ON THE BALL ALIEN BREED - TOWER ASSAULT 19.99 9 Seep BODY BLOWS MONEY MATTERS (HOME ACCOUNTS 3 SECRET OF MONKEY ISLAND 2 HINT BOOK 9.99 
COUPON = DEDUCT £4 UNTIL MAR 31 LEAGUE EDITION 12.49 ALIEN BREED S/E & QWAK 17.99 poh Sp S GALACTIC 19.49 'NSTALLABLE 36.99 SECRET OF MONKEY ISLAND HINT BOOK 9.99 
BENEATH A STEEL SKY 22.99 WORLD CUP EDITION 12.49 ARCADE POOL 11.99 , PC TASK. SIMPLE PC EMULATOR ALLOWING SECRETS OF FRONTIER (ELITE 2) 9 99 
BIG 100 - 100 SHAREWARE GAMES * 8.99 i BANSHEE 18.99 UNIVERSE 21.99 
BODY BLOWS 6.99 OVERDRIVE 6.99 BATTLECHESS 19.99 VITAL LIGHT 19.99 'BMPC APPLICATIONS TO BE RUN ON AMIGA SIMCITY 2000 OFFICIAL HANDBOOK. A 
= ”) ox > ’ . : A wv i ; [ : —~ ~ ; » dpe smentl 
BRUTAL FOOTBALL (512K) 13.99 OVERLORD 20.99 BENEATH A STEEL SKY 2199 WEMBLEY - INTN’L SOCCER 20.99 pg Lamar poh pach ps COMPREHENSIVE GUIDE TO SIMCITY 2000 WITH 
BUBBA ‘N’ STIX (512K) 9.49 PGA ~ofey mae TOUR aa BENEFACTOR « 19.99 WILD CUP SOCCER 1999 anove WSTALLABLE......... 34.99 LOTS OF HINTS AND TIPS 15.99 
BUMP ‘N’ BURN (512K) See PA Ono ees '49 BRUTAL FOOTBALL 19.49 WORLD CUP GOLF 20.99 "SYNDICATE PLAYERS GUIDE 15.99 
CAESAR DELUXE (512K) 11.99 PINBALL DOUBLE PACK BUBBA ‘N’ STIX 19.49 ZOOL 11.49 PEN PAL. EASY TO USE WORD PROCESSOR ; 
CAMPAIGN 10.99 PINBALL DREAMS & FANTASIES 17.49 BUBBLE AND SQUEAK 20.99 ZOOL 2 18.99 WITH MANY FUNCTIONS. INSTALLABLE 29.99 WING COMMANDER 1 AND 2 GUIDE BOOK 14.99 


SUPER AMIGA CD 


SX-1 BUNDLE 
ALL THE POWER AND 
FLEXIBILITY OF AN AMIGA 
A1200 COMBINED WITH THE 
CAPABILITIES OF A CD32 


COMPRISES 

* CD32 CD CONSOLE 

¢ SX-1 EXPANSION MODULE 
* EXTERNAL 3.5" DISK DRIVE 
* KEYBOARD, MOUSE, JOYPAD 

PLUS MICROCOSM, CANNON FODDER, LIBERATION, 
PROJECT X, ULTIMATE BODY BLOWS, OSCAR AND DIGGERS 
(DOES NOT INCLUDE MOUSE MAT, MONITOR OR WORKBENCH DISKS 


UPGRADEABLE BY ADDING 
e EXTRA 4 MEGABYTES OF RAM FOR SX 1 (119.99) 


9.99 
COMPE 


MICROSW! 


AUTOFIRE 
9.99 


SWIFT TP200 JOYPAD WITH 
TURBO FIRE & 
AUTOFIRE 


PRO EXTRA 
CLEAR BASE, 


WITH AUTOFIRE 


| QUICKSHOT 137F 
PYTHON WITH 


TRAP DOOR MEMORY EXPANSION 
512K AMIGA RAM NO CLOCK FOR A500 OR AS00+ 
512K AMIGA RAM + CLOCK FOR A500 OR A500+ 
1 MB A500 PLUS RAM UPGRADE + CLOCK 
1 MB A600 RAM UPGRADE + CLOCK 44.99 
4 MB RAM BOARD FOR A1200 WITH CLOCK 179.99 
4 MB + FPU RAM FOR A1200. FAST 33Mhz FLOATING 
POINT MATHS & GRAPHICS ACCELERATION 
COMPATIBLE WITH OVERDRIVE HARD DRIVES 


LEADS 
ANTI-SURGE 4 WAY 
MULTIPLUG EXTENSION 
24.99 


Hi-Fi AUDIO LEAD - AMIGA/CD32/ST TO STEREO 
(1.5 METRES, 2 X PHONO PLUGS TO 2 X PHONO PLUGS) 
CAN ALSO BE USED TO CONNECT STEREO VIDEO 


20.99 
24.99 
35.99 


TITION 


TCHED 35.99 


* INTERNAL 2.5" HARD DRIVE (A1200 VERSION) MICROSWITCHED TO HI-FI, AND HI-FI SEPARATES TOGETHER 3.99 
¢ FULL MOTION VIDEO (STD C032 FMV CART) WITH AUTOFIRE JOYSTICK SPLITTER CABLE FOR AMIGA OR ST 
SUPER AMIGA CD SX-1 BUNDLE 2/0 . 480.00 = CONNECTS 2 JOYSTICKS TO 1 PORT 7.99 
9 a Nol no boa gay STYLE ROBOSHIFT INTERFACE FOR AMIGA OR ST 
10.00 U PLUGS MOUSE AND JOYSTICK INTO ONE PORT 13.99 
PORT EXTENSION ADAPTOR FOR AMIGA OR ST 
QUICKSHOT (PACK OF TWO) EXTENDS BY 21 CM 7.99 
soanimeinad ANALOGUE JOYSTICK ADAPTOR FOR AMIGA 
AMIGA CD32 ALLOWS ANY 15-PIN PC JOYSTICK TO BE USED 
area WITH GAMES THAT FEATURE ANALOGUE CONTROL 8.99 
Sidaatnen Power. 11.90 NULL MODEM CABLE 25-PIN. (CONNECTS 2 COMPUTERS 
262.000 COLOURS FROM A ? FOR HEAD TO HEAD PLAYING ON CERTAIN GAMES 
PALLETTE OF 16 = MILLION SUCH AS POPULOUS, FALCON, KNIGHTS OF THE SKY 
Pcmalane gouee-ta sat FREEWHEEL FORMULA 1 GRAND PRIX AND VROOM) 9.99 
_2MB ory z STEERING 
AUDIO CD's VIA ON SCREEN SUITS MOST PRINTER LEAD (PARALLEL) 5 METRES 9.99 
COSPLAY AND DATTA. DRIVING GAMES SCART LEAD - AMIGA CD32 TO TV WITH SCART 9.99 
VIDEO CD's WITH OPTIONAL 21.99 SCART LEAD - AMIGA TO TV WITH SCART INPUT 9.99 
“ FMV ADAPTOR SAITEK TV LEAD - AMIGA CD-32 TO SVHS TV OR VIDEO 9.99 
AMIGA CD-32 CRITICAL ZONE PACK 220.00 MEGAGRIP 2 2 WAY SCART SPLITTER ENABLES TWO SCART 
WITH MICROCOSM, CANNON FODDER, LIBERATION, PROJECT WITH AUTOFIRE LEADS TO GE CWITCHED INTO ONE SOCKE 1a 
X, ULTIMATE BODY BLOWS, OSCAR, DIGGERS AND ONE PAD — 11.99 RGB EXTENDER CABLE FOR A500 OR A500 PLUS 
Sn ALLOWS TV MONITOR TO BE EXTENDED FROM 
Ant dee iggnen - STOCKS EXPECTED | BOLLISTICK HANDHELD BACK OF MACHINE OR EXTENSION TO RGB 
=s i JOYSTICK MICROSWITCHED MONITOR OR EXTERNAL DISK DRIVE 13.99 
COMMODORE CONTROL WITH POWER SUPPLY 
PAD FOR CD-32 13.99 AUTOFIRE ZYDEC AMIGA POWER SUPPLY 
DYNAMICS CONTROL " B 11.99 SPECIAL COOL nee oe ene 32.99 
PAD FOR CD-32 (SHOWN) 16.99 
0 vl SPEEDKING CLEANING KIT FOR COMPUTERS (WITH VACUUM) ...18.99 
SX-1 EXPANSION MODULE FOR CD-32 ... 194.99 JOYSTICK WITH AUTOFIRE DUST COVER FOR 80 COLUMN PRINTER (CLEAR)......5.99 
TRANSFORMS CD-32 INTO A FULLY FUNCTIONAL A1200 11.99 DUST COVER FOR A1200 (CLEAR PVC) 5.49 
COMPATIBLE COMPUTER ALLOWING CONNECTION OF QUICKJOY JET Sd aaa 4 aoe opetae: pio : - 
~ J ‘ ( ) § 
(EXTEWAL FLOPTY DRIVE, ITERWAL AND EXTERN FIGHTER BUST COVER FOR MONITOR CLEAR PVG) 
PRINTERS, RGB MONITORS AND UP TO 8 MB MEMORY MICROSWITCHED MOUSE HOUSE (HANDY PLACE TO STORE YOUR MOUSE) ......4.99 
AUTOFIRE CONTROL CENTRES 
KEYBOARD (WHITE) FOR SX-1 29.99 12.99 Pe se PREMIER UNI- CENTRE FOR AMIGA. STRONG 
: L ICK UNIVERSAL STAND FOR COMPUTER, MONITOR 
4 MB RAM EXPANSION FOR SX-1 OR A4000 119.99 JOYSTICK STAND AND SHELF FOR EXTERNAL PERIPHERALS 39.99 


EASY INSTALLATION. SUITS ALL A4000 AND SX-1 
PREMIER COMBI CENTRE FOR CD-32 & SX-1 45.99 


STRONG STAND FOR CD-32 AND SX-1 EXPANSION 
UNIT ALLOWING A NEAT AND TIDY SYSTEM SETUP 


MONITOR STAND AND SLIDING SHELF FOR DISC 
LOADING. EASY SELF ASSEMBLY 


| EXTERNAL 3.5” DISK DRIVE 14.99 


FOR ANY AMIGA OR SX-1 
] SONY/CITIZEN MECHANISM 
880K FORMATTED, QUIET 
HIGH QUALITY, SLIM LINE 
COLOUR MATCHED METAL 


CASE AND LONG 49 99 
° 


REACH CABLE 
39.99 


INTERNAL 3.5” DISK DRIVE FOR ASOO 
INTERNAL 3.5” DISK DRIVE FOR A600 OR A1200 .. 49.99 


QUICKSHOT 


PACK OF 50 
SPECIAL RESERVE 
3.5" DSDD DISKS 
WITH LABELS 


19.99 


PACK OF 10 SPECIAL RESERVE 3.5" DSDD DISKS 
WITH LABELS & FREE PLASTIC FLIP TOP DISK BOX 


PACK OF 10 TDK 3.5" DSDD DISKS WITH LABELS 7.99 


3.5" DISK HEAD CLEANER 5.99 
HIGH DENSITY DISKS ALSO AT KEENEST PRICES 


BOOST, 4W+ 
MUSIC 
17.99 


SPEAKERS (PAIR) 


6.99 


"THE FASTEST DRIVE EVER REVIEWED BY CU" 
3.5" QUALITY IDE HARD DRIVE. AVERAGE ACCESS 
TIME 12MS. STYLED TO MATCH AMIGA. EASY 
INSTALLATION - PLUGS INTO PCMCIA SLOT. AQ 
TOOLS AND 1 YEAR WARRANTY (NOW FOR A600 TOO) 


OVERDRIVE V.6 170 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 OR A600 
OVERDRIVE V.6 420 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 OR A600 
OVERDRIVE V.6 560 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 OR A600 


INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 
HARD DRIVES: HIGH SPEED 2.5" DRIVE, 15 MS ACCESS TIME (APPROX) 
1 YEAR WARRANTY. KIT COMPLETE AND EASY TO FIT. DRIVES FULLY PREPARED 
NOTE THAT OPENING YOUR AMIGA MAY INVALIDATE THE WARRANTY 


INTERNAL DRIVES FOR A1200 OR SX-1 INTERNAL DRIVES FOR AMIGA A600 
64 MB WITH 32K CACHE 117.99 64 MB WITH 32K CACHE 117.99 
80 MB WITH 64K CACHE 129.99 80 MB WITH 64K CACHE 123.99 
120 MB WITH 64K CACHE 154.99 120 MB WITH 64K CACHE 154.99 


184.99 
239.99 
269.99 


ALFA MEGAMOUSE DISK & CD STORAGE 
400. 400 DPI, HIGH 
QUALITY MOUSE 


13.49 


DISK BOX (10) 
PLASTIC FLIP TOP 
DISK BOX 3.5” (120) 
LOCKABLE, DIVIDERS 9.99 


2.99 


EKLIPSE MOUSE 
MICROSWITCHED 
290 DPI 


te LOGIC 
3 SPEED MOUSE 
300DPI, 

2 MICROSWITCHED 
BUTTONS 

12.99 


ALFA OPTICAL MOUSE 
300DP!, NO MOVING 
PARTS, VERYSMOOTH 
29.99 


MEDIA LIFE DRAWER 
200 CAPACITY 
3.5" DISKS 16.99 


MEDIA LIFE DRAWER 
30 CAPACITY CD 14.99 


DELUXE DISK BOX 

HOLDS 120 3.5” DISKS, 

WITH DIVIDERS 9.99 
AT 


10.99 


CD WALLETS 
WITH INDIVIDUAL 
PADDED POCKETS 
IDEAL FOR USE IN 
HOME OR CAR 
48 CAPACITY...12.99 
24 CAPACITY...9.99 


MOUSE MAT WITH 
SPONGE BACKING 
4.99 


KONIX SPEEDKING ANALOGUE 
JOYSTICK ENABLES 
PROPORTIONAL CONTROL ON 
SUITABLE SOFTWARE 
AUTOFIRE 


ALPHA CRYSTAL TRACKBALL. 
COMPATIBLE WITH ALL MOUSE 
OPERATIONS 


QUICKJOY FOOT PEDAL 
FOR AMIGA OR ST, 
WORKS WITH JOYSTICK 


iii 14.99 


STEREO SPEAKERS (PAIR) FOR 
AMIGA, CD-32 OR PERSONAL 
STEREO. VOLUME AND 
BALANCE, BASS AND TREBLE 


SCREENBEAT 3 STEREO 
AMIGA, CD32 OR PERSONAL 
STEREO 


SCREENBEAT MAINS ADAPTOR 
FOR SCREENBEAT SPEAKERS 


6.99 im 


PREMIER UNI- CENTRE PLUS (EXTRA WIDE) 


SOUND SAMPLER 
TECHNOSOUND TURBO 2 SOUND 
SAMPLER. REAL TIME SPECIAL 
EFFECTS. WORKS WITH ANY 
AMIGA. 1 MB RAM REQUIRED 


FRAME GRABBER 
PROGRAB 24RT COLOUR DIGITISER 
24 BIT REAL TIME FRAME GRABBING 
SYSTEM. DIGITISES SINGLE FRAMES 
OR ANIMATIONS FROM VIDEO 
SOURCE. SUPPORTS 24 BIT FILE 
AND AGA SCREEN MODES 126.99 


SCANNER 
ZYDEC HANDY SCANNER FOR ANY 
AMIGA. 100-400 DP! HIGH QUALITY 
RESOLUTION, 64 SIMULATED 
GREYSCALES, INCLUDES 
DAATASCAN PRO SOFTWARE 


LYNX 2 HANDHELD 


? 
7 
7 


29.99 


31.99 


99.99 


SOUNDMATE 4 


»+-29.99 


POWERFUL 16BIT 
HANDHELD WITH 
BATMAN RETURNS AT AN 
UNBEATABLE PRICE 


4W 
OVER 30 GAMES 


AVAILABLE FROM £8.99 


MAINS ADAPTOR FOR LYNX 1 OR 2 11,99 
(RECOMMENDED AS BATTERY LIFE IS SHORT) 


MEGADRIVE 2 + GAME ...69.99 


3DO0 + PEBBLE BEACH GOLF 385.99 


FOR 


14.99 


OVERDRIVE V.9 CD ROM FOR Mt 


EXTERNAL CO ROM DRIVE COMPLETE WITH 
INTERFACE (PLUGS INTO PCMCIA PORT). RUNS 
MOST EXISITING CD-32 SOFTWARE, ALMOST ALL 
FUTURE RELEASES, PHOTO-CD, CD AUDIO AND 
CD+G DISCS. DOUBLE SPEED MULTI-SESSION 
DRIVE UNIT WITH MOTORISED TRAY LOADING 
COMPLETE WITH EXTERNAL POWER SUPPLY AND 
UTILITIES/DRIVERS DISK. AMIGA AND CD AUDIO 
CAN BE MIXED 


. 189.99 


SONY KVM1400 14” FST COLOUR 


SCART TV/MONITOR WITH REMOTE CONTROL 

60 CHANNEL TUNING, REAR SCART INPUT 
HEADPHONE SOCKET, TWO POSITION TILT BLACK 
TRINITRON SCREEN, LOOP AERIAL, FREE SCART LEAD 


SONY KVM1400 (GREY) ...... 194.99 
SONY KVM1401BL FASTEXT 244.99 
SHARP 14” COLOUR TV/MONITOR............ 169.99 
SHARP 14” WITH TELETEXT.........000c0000e00 184.99 


SHARP SCART TV/MONITOR WITH REMOTE CONTROL, 40 CHANNEL TUNING, 
REAR SCART INPUT, ON SCREEN DISPLAY, ON/OFF TIMER, FREE SCART LEAD 
eer FREE SCART LEAD WITH TV's ee 


ST, MEGADRIVE 1 OR 2, JAGUAR, SNES OR 300) 


MICROVITEC 1438 
MULTI-SYNC MONITOR 


FOR AMIGA A1200/A4000 OR PC. WITH 
STEREO SPEAKERS AND AMIGA ADAPTOR 
0.28 DOT PITCH RESOLUTION, 15 PIN RGB 
DIN PLUG. SUITS ALL AMIGA AGA AND ALL 
PC SCREEN MODES TO SVGA 

1 YEAR WARRANTY 282.99 


STATE AMIGA, CD32 


PHILIPS CM8833 MKII ...... 199.99 
14” COLOUR MONITOR WITH BUILT-IN STEREO 
SPEAKERS (REQUIRES LEAD) 

MONITOR LEAD - 300 TO CM8833 MKI! 9.99 
MONITOR LEAD - CD32 TO CM8833 MKII 9.99 
MONITOR LEAD - AMIGA TO CM8833 MKII 9.99 
MONITOR LEAD - JAGUAR TO CM8833 MkII 9.99 
MONITOR LEAD - ATARI ST TO CM8833 MKI! 9.99 
MONITOR LEAD - M/DRIVE 2 TO CM8833 MKII 12.99 
MONITOR LEAD - M/DRIVE1 TO CM8833 MKII 9.99 
MONITOR LEAD - SNES TO CM8833 MkII 12.99 


WE ONLY SUPPLY MEMBERS BUT ‘YOU CAN ORDER AS YOU JOIN 
Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons for 
j additional savings on top products. Members are under no obligation to buy anything 


| MEMBERSHIP FEES UK EC WORLD 
(6 MONTHS) (4.00) (6.00) (7.00) 


One year price | ncludes six issues of Special Reserve magazine w with £180 of XS Coupons 


5 


All prices include VAT and 2- 3 working | day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 
Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 

Overseas surcharge £2.00 per software item or 25% on other items 

EBONY 


(BLOCK CAPITALS please) 
Name & Address 


Postcode ___ SS Pa pak 
if Mac or PC please state DISK or CO ROM 
Phone No __Machine. 


Enter membership number (if applicable) or 


em _ as REDE 


Please t use this box to add any optional fast delivery charge 
| 1st Class Post 40p per posted item or £10 hardware 


y CREDIT CARD SWITCH 
EXPIRY DATE SIGNATURE (ISSUE NO ) 


| cheques payable to: SPECIAL RESERVE at 
' P.O. BOX 847, HARLOW, CM21 9PH 


| 'nevitably some games listed may not yet be available. Please phone to check availability 
I Prices and offers may change without prior notification. SAVE = Saving off full retail price 
PRICES CORRECT AT TIME OF GOING TO PRESS. 27.1.95E & O.E 


inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG 


HUGE range of hardware, software, 
books, peripherals and leads for 
PC, CD Rom, Amiga, CD32,Sega, =~ 
a a apes en Sony, Pago ft 


The Maltings SAWBRIDGEWORTH near the train station 


FREE PRINTER LEAD 
FREE EASYSTART 
SOFTWARE 
24 PIN, 80 COLUMN, 192CPS/64LQ, 5LQ/1 
DRAFT FONT, 2 YEAR WARRANTY 
THE EASY TO USE PRINTER 
ABC MONO PRINTER... . 124.99 


144.99 


123.40 EX VAT 


CANON BJC 4000 COLOUR 


INKJET PRINTER 334.99 


80 COLUMN, 5 FONTS, 

360 DPIRESOLUTION 7° '°&* VAT 
UP TO 8 PAGES PER MINUTE. 
BUILT IN 100 SHEET FEEDER 

1 YEAR WARRANTY. FREE LEAD 


ALL PRINTER PRICES INCLUDE CARRIAGE VAT AND FREE PRINTER LEAD 
PLUS DIGITA PACK 
WORDWORTH SPECIAL EDITION & HOME ACCOUNTS 14, 99 
FOR ANY AMIGA ONLY WHEN YOU BUY A PRINTER .. 


PANASONIC KXP2135 COLOUR PRINTER. 24 PIN, 200 CPS/64 LQ 
CANON BJ-200 BUBBLE JET PRINTER. 248CPS, 8 TYPEFACES 
CITIZEN TRACTOR FEED KIT FOR CITIZEN ABC PRINTER 
CITIZEN PRINTER DRIVER KIT FOR AMIGA - ENHANCES PRINT 
DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) 

PRINTER STAND FOR ANY PRINTER 
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Please send faulty coverdisks to: 


espite Commodore's 
rather battered and 
bruised, not to men- 
tion metaphorical torso lying 
low once again this month, 
there is at least one company 
willing to plough everything 
it's got into good old ship 
———— Amiga — Team 17. And 
everything it’s doing, we've covered this month in 
a huge great Yorkshire pudding of an extravagan- 
za. We've got Worms (doh!), we've got Alien 
Breed 3D, we've got... ooh, everything. And not 
only that, but the sun's shining too, as Spring 
hoves its rather sizeable head into view through 
our newly-opened curtains. So we're all happy, 
gay, and a good deal prettier than last month. 
And what's that | hear? Hark, it's a pair of Crested 
Grebes mating in Harry's new beard. Mais oui, 
mes amis, due to boredom during illness, our old 
man, er, river, has joined Chief Goatee Matt in the 
almost-there facial hair stakes. A cue for new pho- 
tographs, perhaps? Write in and tell us what you 
think. ‘Til next month, then... 


Andy Nuttall, 
editor. 


4 CONTENTS 


Pushing through the topsoil like a lovely snowdrop. 


6 BOOT SECTOR 


The crocuses will be out by now. 


S a - 
- Gy 
20 A CUP OF TEA WITH... — 


Acid Software. The acerbic antipodeans 
punch Andy Nuttall in the face and swipe 
all the Lincoln Creams. Again. 


22 NATURAL BORN 
KILLERS 


Some people think that violent 
* computer games encourage 
# the likes of you and me to 
hurt and kill each other! Right 
on! As a Christian country we can 
all appreciate how beneficial a cul- 
ture of intolerance, tyranny, 
repression and inequality can be 
to a vigorous society. Anarchy! 


25 WiPS 


Cherry ripe! Cherry ripe! Come eat my cherries-o, 
and rill-the-dill-the-dill-o, with a hey down, libel-o. 


39 REVIEWS 


Spring is traditionally a time of 
plenty. Why, you may ask, is there | 
then not ‘plenty’ of new games 

for review in this Spring-flavoured 
issue? Because we're saving them 
all up for next month, that's why! 
Allegedly. 


Cans. Bottoms. Martin Luther. Slow. Glow. Lug. 
Just some of the great things we associate with 
worms. But, and this is the incredible part, Team 

17's amazing new shooty-strategy game, called 
| | Worms, features none of these things. No, 


8 SPRING-LOADED Xe Page 84 / instead it draws inspiration from inside a 
NEWS ~~ &S Clutch; certain young man’s head. A chap who 
Akira gets up our nose... < ing = fantasises that hermaphrodites tote very 
Commodore Cat stuck up tree... Com- << Posy g big guns. It beats me, but there is still 


modore dog left to bake in car... Gremlin ™ 
frightened of its Shadow! 


The One Coverdisk Returns, Diskxpress, 
Unit 7, Willow Court, Bourton Industrial 
Park, Bourton-on-the-Water, Gloucester- 
shire GL54 2HQ. Remember, any 
coverdisk problems sent to us will remain 
unanswered. So, er, don’t. 


12 LETTERS 


Lots of fantastic spring ideas from our read- 
ers. Learn how to ‘Hold down Fire’ while 
whistling the theme from Hawaii 5-O; how 
to ‘move joystick right’, while caressing a 
packet of onion seeds... and why Britain's 
stoats are saying ‘No!’ to Brussels. 


16 FANCY LEAGUE 2 


DISCLAIMER: Although we take great 
care to ensure that the information con- 
tained in this magazine is accurate, nei- 
ther The One nor its publishers can be 
held responsible for omissions, errors, 
misprints or mistakes which may occur. 


No part of this magazine may be repro- 
duced, stored in a data retrieval system or 
transmitted by any means, electronic, 
mechanical, recording or otherwise with- 
out the prior permission of the publisher. 


pean footballing fixture of your choice! It's 
Fancy Football again, with some different 
bits. This time. 


OEMAP images 1995 


Get well soon, Leachy. 


Win a fabulous weekend for two at any Euro- (i 


no sign of the men in white coats. 


GAMES FEATURED IN THIS ISSUE 


— eee eee ee 


‘Round and round and | ; ccs Soe 
round they go, and : ' === = 
where they stop [MRIPPT qa SSS} 
nobody knows’. Well jai iy 
actually that's a bit of a 
lie, because | do know 
where Team 17 's 
supercharged space 
buggies from Hint : : = 
the planet a % lll dha SSS SS == 


—— ee 


CC — 
a a Oe SO 


— —— 


Rayzing Kaar; .\ 4g el ah el ed gl 
will stop. On & _ > - $3:35:=2: === SE ESSE 
your Amiga. <= == a 


Ee —————— eee eye -_ 


Clever eh? "(QgRiiipegs sss 


» \ 
Design a Zeewolf level! And win £200! | Jy | ) \ \ 
The bluebells are exquisite, though | | ~ ' 
admittedly extraneous for those wish- | 
ing to participate in this competition. 


56 UPDATES 

Remind me of violets. 

58 REPLAYS 

Are coursing with nutritious fluids. AA 

62 KILL ZONE ALIEN BREED 3D....28 

Sticky buds. Alien Breed's back and this time it's 
Doom! Ish. Sneak down corridors with 

74 CLASSIC TIPS an enormous weapon, and blow the 

Three shakes of a lamb’s tail. naughty aliens away! There's blood! 

There's tension! There's several JCB 

84 PD ZONE scoops brimming with all manner of 

Have you checked your soil’s PD yet? Apparently violent comings and goings — and this 

without sufficient PD some plants simply wont is the best bit — it only costs 3d! 

grow at all. The buggers. Hang on... that can't be right. That 
would only be about 1p, wouldn't it... 

86 RECOMMENDED perhaps the three ‘d's are Death, 

No competition this month either, Juan Mc Guiness Destruction and Dominoes? 


from the Isle of Man. But here, just to keep you 
happy, is precisely the sort of question | used to like Disks... 
to put in: How many days are there in March? — 
great stuff, eh? How | miss it. 


A big tasty 


88 THE ELIZA FILES ee 
This month the Fluff with the Guff cornered some ake 
poor sod called Marcus Dyson at a party and 1 

wouldn't let go of his hand until he promised to 


read her the entire Enid Blyton canon. 


90 NEXT MONTH ; : Fantastic fully-playable demo of EA's 


| am waving a white flag. 


sequel to 
Vathalla! 
With full 


oe Sie, Es Be Be 


BO: 0. F 


Vulcan 


t doesn’t seem that 
b long ago that we 

were bombarded by 
the phrase “It's in my 
pocket,” now ‘thank- 
fully’ replaced with a 
slightly less annoying “I 
have it.” and “Okey- 
dokey.” And what game 
am | talking about? Well 
it's Valhalla of course, 
and though the little 
bugger annoys the hell 
out of me, (and our 
Harry, see page 48) I'm 
not stupid enough to presume that 
you don't like a good adventure 
romp. By crikey. 

And so it is that we find ourselves 
presenting you lucky readers with a 
huge chunk of level three to get your 
teeth into — full speech and all. In 
case you're not familiar with the Val- 
halla games, they are, quite simply, 
‘plod around a lot and solve puzzle’ 
affairs. You control the main char- 
acter, who must collect 
and utilise as many of the 
objects left around as pos- 
sible. Easy, eh? 

There are a number of 
characters who can be 
chatted to; some giving 
useful information, some 
leading you off on wild 
goose chases. Some peo- 


FIRE Access 
options and 
inventory/ 
select 
action/object 


UP Walk up/Move 
to inventory 


RIGHT 
Walk 


LEFT 
Walk 


left/Move right/Move | ple will ask for items, some 
selector selector ill off ‘ 
left right | Wl! offer you items. It real- 


ly is a free for all. 

The bar on the left 
shows your = stamina/ 
health, while the right bar 


DOWN Walk down/Return to 
options from inventory 


VALHALLA: 
BEFORE THE WAR 


“IT’S IN MY 


PANEL!” 


2. LOOK AT OBJECT DIRECTLY IN 
FRONT OF INFINITY. 

3. PICK UP/DROP OBJECT DIRECTLY 
IN FRONT OF INFINITY. 

4. USE OBJECT DIRECTLY IN FRONT 
OF INFINITY. 

5. NICE PICTURE OF A JOYSTICK. 
6. ACCESS DISK OPTIONS. 

7. TOGGLE FAST SPEECH ON/OFF. 


shows your strength, both of which 
can be influenced by particular 
potions found around the level. 
Other than that, it all relies on the 
standard logic found in games of 
this type, and if | tell you any more 
I'll be solving all your problems. 
Watch out for strength sapping 
patches in some locations, and think 
carefully about everything you hear 
and see. Right then — off you go! 


Nearer ae ee Ae 


EIR AG PC 


Due to the large number of 
duplicate disks made, the occa- 
sional one is as as crap as the 
sort of Blues music that Harry 
likes (i.e. very). If you’re unlucky 
enough to get one of these, 
please except our humble apolo- 
gies, but PLEASE DON’T SEND 
THEM TO US! Instead, send then 
to this address with a SAE for 
just 28p: 

The One Coverdisk Returns, 

Diskxpress, 

Unit 7, 

Willow Court, 

Bourton Industrial Park, 

Bourton-On-The-Water, 

Gloucestershire GL54 2HQ 

Once you've done this, Polly 
put the kettle on, we'll all have 
tea. If you think your problems 


can be solved down the phone, 
call the Diskxpress helpline on 
(01451) 810788 between 10am 
and 5pm on weekdays. | feed the 
pigeons, | sometimes feed the 
sparrows. It gives me a sense of 
enormous well being. 


A ee ee ee era 


FIFA noc’ 


EICCEFONIC AES 
Gary! Yes, it’s football. 


P And what football it is. 


None of your ‘top-down’ orf 
‘side-on’ views here — whoa no. eee ches biel ie 4G 
Only the best in isometric, nay Re on ee eee a ea 
diagonalian action from your | Midfield 
super-sexy, soaraway The One. | 
Having just entered the 
top ten straight in at num- 
ber two, FIFA Internation- 
al Soccer is set to revolu- 
tionise safety in the home Ver 
as we know it. And hey! “pe 
I'm not just talking rub- 
bish (yes you are. — 
Andy and Harry). No I'm 
not. While the kids are 
\ playing FIFA they won't 
be burning down the 
house or taking those 
drugs. See? 
Anyway, we've got a 


ass! Shoot! Man on, 


Attack 


Up/Down-Select 


Dull, dully, dull Dullington 
Magna, Dullwardly etc. 


fully-playable, one-player 
game for you to get your 
pants into, limited only by the 

fact that it stops after two minutes 
play (well what did you expect, a full 
free game). 

The options page is about as obvi- 
ous as they come, so I'll waste no 
more time explaining how to start 
the game, and get straight on with 
the control method. Have fun. 


a Tee 


Oe a era 


iF Run 


4 _ 
sie ae 


ime, +, 2 
: thes, si: ‘N: 


Hi, 


£ rom 


Pt BR eee et ere 2 
“— 


I 4745 


_EA 


Sliding tackle, Header, 
kick, or Barge — Z or fire 
Change control to player nearest 
the ball, or Tackle if near oppo- 
nent — X 

Shoulder charge or Push — C 


Bicycle 


Shot at goal — C or fire near goal 
(press and hold for harder shot ) 
Directional pass — X or fire in 
midfield (press and hold for hard- 
er pass) 

Chip/lob — Z 


Throw ball to nearest player —Z 
Toggle direction box on/off — X 
Kick the ball towards direction 
box — C or fire 


(Manual keeper only) 
Dive for the ball — X or fire (with 
joystick to direct the dive) 


Kick Off — Z, X, C or fire 
Penalties — B to change player. Z, 
C or fire (with joystick for direc- 
tion). Fine. 


FIFA supports two 
button joysticks and controllers. 
Button two of the con- 
troller replaces key X 
in the above sum- 
mary. Got that? 


AAS EE i 
= 5; * : * ak 7 


_ 
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hi FIFA 
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Tom 


ports ,- 


Remember 
Jean-Claudé: 


a a 


Well, we do... ba, ha 
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= 
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GAMES: 


THE MOTION PICTURE 


attered but not beaten by 
i the bellyflop of the Super 

Mario Bros movie, Holly- 
wood is once again making films 
based on games. 

Come the summer you'll be able 
to enjoy Mortal Kombat with a 
bucket of popcorn, not a joystick, 
in your mitts. The finishing touch- 
es to the film version of 
Acclaim/Virgin’s bloodcurdling 
beat-’em-up are being applied 
now. Should be interesting. There 
are no big stars to carry the whole 
thing (just Christopher Lambert 
from the Highlander films and Tal- 
isa Soto who was a Bond girl in 
Licence To Kill) while even director 
Paul Anderson is an unknown (he 
made the somewhat unsuccessful 
British film Shopping). 

The Mortal Kombat crew will be 
hoping to follow the success of 
Street Fighter, which stayed in the 
US top 10 for a month after Christ- 
mas. This one features Jean Claude 
Van Damme as Colonel Guile, Kylie 
Minogue as Cammy, and Raul 
“Addams Family” Julia as General 
Bison. It will be released here at 
the end of May. 

Further ahead there’s Doom 
which is in “pre-production” now. 
That means the film makers are 
writing a script, but there is still 

the option to go ahead or scrap 
the idea. Amazingly, the ultra- 


ye Retreat, No mie 


commercial, family-friendly Ivan 
Reitman is behind the project. He’s 
the man behind Twins, Ghost- 
busters and Junior. 

Meanwhile Myst is a possibility. 
Broderbund has commissioned a 
series of books based on the game 
and, if they‘re successful, a movie 
could follow. Finally there’s the 
ancient Amiga game Double Drag- 
on. The story of the Lee brothers 
has already been released in the US 
where it was a colossal flop. It will 
probably go straight to video here. 
But when? Nobody's quite sure. 


MORE CHEAP 
SHOTS FROM 


ome and get your luvverly 
Cc bargains, kids. Ocean is 

adding four more titles to its 
cheaplicious Hit Squad label. 

In March Jurassic Park and 
Space Hulk will reappear on the 
shelves for the miserly sum of 
£14.99 a throw. They'll be joined 
in May by Cannon Fodder, while 
Syndicate will be released in June. 
Ocean hasn't confirmed the price 
of these two. But they are likely to 
be in the £15 “neighbourhood”, as 
the Americans like to say. 


ROBOTS BROUGHT TO BOOK 


T 


THE MOON'S 
COMING OUT 


hen Commodore 
launched CD32, nearly 
20 months ago, one of 


its keenest supporters was Thalion. 
The company talked loudly and 
excitedly about Ambermoon and 
how this most important game 
was going to do big things on the 
Amiga CD format. 

Since then, though, nothing. 
Although Ambermoon is complete 
and has been released in conti- 
nental Europe, Thalion has been 
reluctant to release the game here. 
Now, finally, the game is ready to 
ship in the UK. Find out whether it 
was worth the wait in The One 
next month. 


here’s a new 

version of Rise 

Of The Robots 

on its way. Bit of a 

strange format this 
one, hardly any game- 
play. Let us explain. It 
comes in a rectangular 
paper-based = casing 
and there are over,300, 
er, “pages” which are 
covered in curious let- 
tering. Apparently you 
are meant to _ flip 


was written by Jim 
Murdoch, a longstand- 
ing Mirage associate 
who usually writes 
stuff for the game 
manuals. His approach 
_ to Rise was to tell the 
story of one character 
— the cyborg he calls 
Coton. Set in the dis- 
tant future, Coton is 
engineered by the 

sinister Thin Doctor. 
‘)} Only his female 
through them until the assistant senses the 
game runs out on the tragedy of the 
last “page”. They're calling it a human inside the robot armour. 
paperback. The book has just been published 

The Rise Of The Robots novel by Penguin and costs £4.99. 
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ant to know which CD32 [xey. 3.0 Boot: No fast memory, Graphics 3.0 
games will work on your | @ Fast Boot: Fast memory, Graphics 3.1 @ * 
Zappo A1200 CD drive? Joystick in port 1 @ # Disconnect Mouse @ 


« Load Workbench first 
More next month. 


Alfred Chicken 
Arabian Nights 
Arcade Pool 
Banshee Core 
Beavers 

Beneath a Steel Sky 
Brian the Lion 
Brutal Sports Football — — Millennium 
Bubba 'n’ Stix Core Design 
Bubble and Squeaky Audiogenic 
Bump ‘n’ Burn Grandslam 
Castles 2 Interplay 
Chambers of Shaolin 

Generation 

Dark Seed 

Death Mask 

Deep Core 

Dennis 

Disposable Hero 

Donk! 

Emerald Mines 

Fire & Ice 

Fly Harder 

Frontier — Elite 2 

Fury of the Furries 


AKIRA? 


Mindscape 
 Krisalis 
Team 17 
Design 
Grandslam 


Virgin 
Psygnosis 


ere’s a reprint of a short 
fay fax that arrived in our 

offices the other day from 
ICE Software regarding its forth- 
coming Akira: 


"To Matt @ The One 


First of all, my apologies for: 
messing you around ORRIN: 


Akira. 


iancndw advised thataeel are 


not releasing copies to journalists 


until our foxthcaming trip to the 


USA. 
However as we have already 
sent you a copy (albeit not 


received) | am advised that | am 
allowed to supply you with a copy 
in you can be review it on the fol- , 


lowing basis. 


Should you feel that the game is 
not worthy of a score higher than 
80% (by the way we are totally 
convinced of its quality, graphic. 
style and game play) you will hold - 


the review until the next issue and 
should you decide that it is “rub- 


bish” GF, you will not pict a 


review. 
If the above is sasuntablin 1 will 


have a copy with you, by courier, : 


within a few hours.” 


God Forbid, that we should go 
against the wishes of ICE. So, curi- 
ously, we find ourselves unable to 
print a review this month. Hmmm, | 


wonder why that is, eh? 


layers of Gremlin’s Premier 
ye Manager 3 have the chance 
to incorporate all the latest 
transfers, suspensions, bribery alle- 
gations and drug abuse charges 
thanks to the new Premier Manag- 
er Multi-Edit System. 
The program comes on floppy 
and, when loaded, changes the 
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WITH NO STRINGS... 


remlin has 
shelled out big 
money for a tool 


which will make their 
sprites walk like men. 

The Motion Analysis system is a 
tool which films the movements of 
humans and translates them into 
3D computer-generated anima- 
tion. Optical pads are placed on 
the body and are filmed by six 
cameras which relay the move- 
ments back to the system. Motion 
Analysis was pioneered in the 
sporting field — particularly tennis 
and diving — to spot weaknesses 
which could be improved. 

Gremlin’s James North-Hearn 
explained the decision: “It’s no 
good having true colour and 
photo-realistic graphics if they 
move with all the fluidity of an 
early episode of Bod.” Fair 
enough, mate. 


.BUT WITH ADDED TRANSFERS 


gameplay of the existing, er, game. 
It lets players key in changes to 
reflect the real league. So, now, 
Andy Cole can move to Man Utd as 
he has in real life. Only don’t buy 
him, because without Hughes and 
Cantona the lad will probably 
freeze. The Multi-Edit will be out 
later this month, priced £14.99. 


_ 


Premier Manager 3... a | 


stick-ler for realism |. 


FIRST PERSON 
FROM CANADA 


hink of the things that 
: Canada is famous for. Dan 
Aykroyd, Michael J Fox, the 
mousse, John Candy, mounties, 
Ben Johnson, David ‘Kid’ Jensen, 
even snow. You'll notice there 
aren't too many computer games 
in there, though. Well, this may 
be about to change. 

Angst is a new product from 
DEM Software. From their rather 
excitable description (“beads of 
sweat roll down your body... ter- 
ror grips your body”) and the fact 
that this is a first-person RPG, it 
sounds like Angst is a Doom 
wannabe (see page 28 for more). 

The action takes place deep in 
space where an alien invasion has 
slaughtered every worker on a 
cargo ship except one. His (your) 
task is to battle your way out of 
the maze of hallways to freedom. 
The One will be looking at it just 
as soon as it steps off the plane. 


Kaneda-aaaa! Whoops, |{ 
sorry. Wrong grab. 
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SPRING 
CHICKS 
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... The press release couldn't 
have looked more 
unremarkable, but its contents 
may well blow your socks off. 
You don’t need a joystick or a 
mouse to access Ultramind’s 
RelaxPlus program. All you 
need is your mind. Yes, 
RelaxPlus, which includes a 
game called Evolve, is played 
with thought control. 
Obviously it’s a primitive 
affair, but the concept itself is 
utterly extraordinary. The pack- 
age comprises a _ bio-sensor 
which attaches to the player's 
skin, a receiver which records 
its signals and a software pack- 
age. Changes in the player's 
state of mind (triggered by 
adrenalin) determine progress 
through the game. They only do 
this if the player remains calm. 
Originally RelaxPlus was 
designed as a tool to help peo- 
ple control their emotions and 
stay calm. Eric Cantona should 
take a look. Now Ultramind is 
looking to interest games com- 
panies in its invention. Sorry 
about the pun, but it’s mind- 
boggling, ain't it? 
®@ ...A promotion for Gremlin’s 
excellent Shadow Fighter had 
to be swiftly restructured last 
weekend following tabloid 
allegations about the alarming 
cocaine habit of the main 
attraction, Shadow from top 
TV show Gladiators. Naughty 
boy. It was all a bit last- 
minute, but the Gremlin boys 
and girls managed to unearth 
a replacement in time, in the 
form of Shadow’s former 
Gladiators colleague Hunter. 
“At least Hunter’s expenses 
should be considerably less,” 
commented Steve McKevitt, 
Gremlin’s PR bloke. The cheeky 
little divil... 
@ ...There’s another new 
cricket game on the horizon, 
but this one’s set to be that 
bit different. Apparently, it 
looks a bit like a game from 
those wacky Sensible guys, 
despite being released at “a 
budget price” from Team 17. 
“It's got small sprites, which 
are detailed and well- 
animated,” says Team 17's 
Alan Bunker, It promises to be 
easy to play, with a very 
simple control method, and 
will appear before the start of 
the new cricket season. 
\ That’s early summer, for 
all you cricket virgins. 


AMIGA EXC 


stocks of new Amigas finally 

ran out in the UK. Hard to 
believe 1994 was the first year 
which had a Christmas without a 
real home computer to nag for. 
But, remember, you don’t have to 
buy a new one. The One has con- 
ducted a massive and far-reaching 
survey into the going rates for sec- 
ond hand Amigas, by looking in 
the local paper. 


B:: now nearly a year since 


Amica cEANn/cAh. /ecne 
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Understandably, there are lots of 
these around (considering that 
Commodore claims to have sold 
over two million here it's little 
wonder). Prices tend to settle 
between £100 to £150 depending 
on the amount of RAM and the 
offer of peripherals like joysticks. 
Double the price if you want a 
monitor as well. Some sellers chuck 
in plentiful games — you can get a 
machine with around 100 games 
for just over £200. 


Amiga 1200C 


No shortage here either. The same 


Ruffian... gob-smackinghy... 
ugly. 7 


“ 


= 


sort of rules apply to the 32-bit 


market, but the base price for an 
A1200 on its own is between £195 
and £250. 


- = 
- 


Surprisingly there don’t seem to be 
too many CD32s available. And 
prices, which start at around £200 
(more with games thrown in) seem 
a little high. But then when these 
sellers bought their machines they 
probably cost £299 or even £349. 
Sorry regional readers, our fig- 
ures are all poncy southern softy 
London prices. We reckon, though, 
that the damage should be even 
cheaper outside of the Smoke. 


NEWS STORY 
“VERY POORLY” 


he infamous “Commodore 
News Story” which has 
been a regular favourite on 


these pages for nearly a year is 
being treated in a clinic for the 
slimmers’ disease anorexia, say 
close friends and relatives. 

It's alleged that the story hasn't 
put on any weight since last sum- 
mer, when a morsel of information 
about a management buy-out put 
a new spring in its step for a few 
weeks. Since then the item of news 
has just wasted away. 

The One has consistently rallied 
round in support, giving regular 
updates. But now the pretence has 
to stop. NOTHING HAS HAPPENED 
FOR AGES. Even recent information 
about an investors meeting in NY 
has failed to halt the lack of inter- 
est. The question remains, though: 
why are you still reading this? 


GAMES 


CHART 
TOP TEN 


(Renegade) 
(—) Fifa si 
(EA) 

(3) 7 

(EA) 

(6) 

(Gremlin) 

(4) C 

(Virgin) 

(2) 

(Acclaim) 

(6) Roac 

(Acid Software) 
(Team 17) 
(9) On the 
(League Daze) 
( US Gold) 
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FROM 


mPLUS wT han Sire Pt td4 
<I" Phanren y 


Amiga amigos! Are you ready for this? More for Amiga on 
the PowerPlus label, it’s a trio of classic games from the 
masterminds at MicroProse. With mindblowing strategy 

al and simulation challenges they'll test your skills to the 
limit. With awesome graphics, FX and action, they'll take 

F POWERPLUS ) AACRO PROSE your imagination to the edge. Yet the price tag still reads 

less than each. 

PowerPlus for Amiga. Amazing! A must! 


SERIOUS SOFTWARE AT CRAZY PRICES 


PowerPlus is published by MicroProse Ltd. Distributed under licence by Digital Integration Trading, Watchmoor Trade Centre, 
Watchmoor Road, Camberley, Surrey, GU15 3AJ Tel 0276 684959. 
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CHLETTERS 
Cy, 


Letters 


Yes! The One's gone electronic! You can e-mail us, now, at theone@cix.compulink.co.uk. 
"Cos we're officially in cyberspace, man, and we look forward to surfin with ya’. This is 
the information superhighway, and we've all got our Travelcards™. Or, of course, if you're 
not computer-literate (and if you are, what are you doing reading The One anyway?), you 
can always ‘snail-mail' us at: Letters, The One, 30-32 Farringdon Lane, London EC1R 3AU. 


As is tra- 
ditional 
with our 
Git of the 
Month, we 
have repro- 
duced the ‘win- 

ning’ letter exactly 
as we received it, typographical 
errors, grammatical mistakes, dodgy 
spelling and all. 


CHALLENGED 

Dear The One 

When | saw the cover of your mag- 
azine my eye’s lit up at the sight of 
a demo of Mortal Kombat 2. | took 
the magazine off the shelf sand 
went straight home to play what | 
knew was going to be a brilliant 
demo from an equally brilliant 
game. | didn’t bother to read the 
controls, | didn't even bother to 
check whether it was compatible, 
no, | just loaded it up and waited 
for the title screen to appear. 

And what a waste of time that 
was, Liu bloody Kang! What's the 
bloody point of of giving your read- 
ers a demo of MK2 if you don’t 
show any of the new players. 
Instead we're left with Liu bloody 
Kang, probably the most boring 
character in the entire game! His 
fatality move is a lovely little 
cartwheel, with very little gore. 

I'm not asking for a full version 
— I'm not that stupid — I'm simply 
asking for a demo that SHOWS, not 
necessarily lets-you-play, all of the 


NO REPLY 
Dear The One, 
| am writing to inform you of my dis- 
appointment in your coverdisk return 
service. Recently | purchased your 
December issue with the MkKi/ 
coverdisk, in fact | bought it on the 
day it came out. | then rushed home 
only to find that it did not work. | 
rushed the disk off, literally in 
the next post, and have been 


different players. | think the majority 
would be more pleased to see all the 
new characters with all of their 
moves and all the gore than be 
fobbed off with some crappy demo 
that might as well be one from the 
original Mortal Kombat. 

I'm not finished! In your December 
issue you said that a three coverdisk 
version of your mag would cost a 
whopping £4.95. Why? Other maga- 
zines manage to pull it off, and 
might | say, have a lot more pages. In 
fact the only thing going for your 
mag is your sense of humour, which 
| must say, is very funny. 

| can’t understand why your mag- 
azine has all these readers who are 
spending £3.95 for a mag that only 
has two coverdisks and very little 
else. Perhaps you do have a valid rea- 
son for the price needing to be 
increased, even so, this should give 
you more incentive to make better 
use of what little space you have. 

Your ‘NOT IMPRESSED’ reply was, 
to say the least, very unfair to the 
writer. Perhaps if he had written it 
like that ‘Bobby’ (Git of the Month) | 
could understand your unfair reply. 
Mr. C. Cavey, in my opinion wrote 
that letter very constructively in com- 
parison with other members of the 
force. This guy even admitted to 
using bad language himself, so it 
wasn’t holier-than-thou’ crap. Not 
once did he slag off your magazine, 
not once did he nit-pick, but merely 
stated that he was unhappy with the 
misinterpretable phrase. And that it 


waiting ever since. | have sent follow- 
up letters to Diskxpress and received 
no reply. | have had to return other 
coverdisks (from other magazines) 
and had to wait a maximum of 1-2 
weeks. | hope you can clear up this 
problem as it tarnished an otherwise 
outstanding record in regard to mag- 
azine contents and presentation 
Adrian Rawlings 
Caernarfon. 


wasn’t the sort of message that he 
wanted his two kids to misinterpret, 
quite understandably. Instead of 
agreeing with him and letting the 
matter lie, you most likely lost a read- 
er. What's the matter, don’t you want 
people to read your mag, maybe you 
don't care? 
| suppose you get kicks out of pub- 
licly humiliating people on minor 
details such as spelling or grammar or 
punctuation in their letters ( | sup- 
pose it’s only natural). Just remember 
that the person you humiliate hasn‘t 
always got as long as you to write 
and doesn’t have lots of phrases to 
use. You even get to choose the let- 
ters, for God's sake! | think you 
should be put in your places, after all, 
anyone can humiliate someone with 
the amount of time you have. And 
yet with those advantages you still 
rely on nit-picking like my old English 
teacher. I'd like to see you reply to 
this letter, and yes, that’s a challenge! 
Knight P Fourwinds 
Belfast. 


Windy, Windy, (sigh) when will you 
people learn. The first thing you need 
to do if you wish to pen an effective 
letter of complaint, is come-up with 
some facts. Controversial | know, but 
believe me, it helps. The Liu Kang 
fatality on our brilliant MK || demo 
involved him turning into big green 
dragon and biting your head off. And 
a cartwheel. And there was loads of 
blood. | think that the problem here 
is that you're crap at games, mate. 


We agree with you Ade. It’s just not 
good enough is it? | really can’t apol- 
ogise enough. And, | must say | am 
quite angry with Diskxpress. | know, 
I'll ring them up and threaten them 
with the loss of our business if they 
don't get a new MKIl coverdisk in the 
post to you this very instant. | tell 
you what, if you haven't received one 
by the time you read this reply, give 
me a ring and | will drive all the way 


Nextly, what we said was, that if 
we did three coverdisks EVERY 
month, the mag price would proba- 
bly have to go up to £4.95. We 
already produce 3-disk issues at 
least three times a year at no extra 
cost. So you can’t read either, then. 
Other magazines might ‘pull it off’, 
but we're a respectable publication. 

Oh, and Mr C. Cavey was a lorry 
driver, not a policeman, so it is 
unwise to compare him with ‘other 
members of the force’. Our friendly 
peeler was in fact M. G. Thomas, 
who was, it turned out, disappoint- 
ingly, a bit of a good bloke. And ! 
should have thought that what Old 
Cavers wished to prevent was his 
kids interpreting rather than ‘misin- 
terpreting’ the ‘misinterpretable 
phrase’ in question. Not much brain, 
really, have you Windy old son? 

Finally, though it is great fun to 
publicly humiliate gits like you, it is 
preposterous to suggest that we 
have longer to compose our replies 
than readers have to write their let- 
ters. You can take as much (or as lit- 
tle) time as you need to write to us, 
whereas we are always working to 
strict deadlines. 

May | suggest you seek out your 
old English teacher and beg his or 
her forgiveness. Anyone who boasts 
such manifest contempt for gram- 
mar, spelling and punctuation is 
going to find it difficult to commu- 
nicate at all, let alone construct a 
lucid argument in writing. ‘Eye’s lit 
up’ indeed! You, Sir, are an Arse. 


to Diskxpress myself, collect the disk 
and then drive all the way to your 
house in sunny Caernarfon and hand 
it to you personally with our love and 
a big box of chocolates. After all, it’s 
only fair. 


SUCKING UP 

Dear The One, 

| would just like to say a big ‘well 
done’ for producing an entertaining, 


informative and interesting magazine 
without all the rubbish that most 
mags have on their coverdisks. | 
mean, look at all the greats you've 
had recently, just off the top of my 
head; Skidmarks 2, Jungle Strike, Hol- 
iday Lemmings, MKIl, Rise of the 
Robots, and every one an exclusive in 
its own right! My A1200 has been the 
centre of my Christmas festivities. 

Anyway, there seems to be an 
extremely dubious feeling in readers’ 
letters recently, about whether any 
more Amigas will be made. Surely no 
company would be stupid enough to 
neglect the world’s biggest Amiga 
user base! Certainly not Commodore, 
which | hope will arrange an MBO in 
Maidenhead so that we can be sure 
of the continued production of Ami- 
gas in the UK. 

My next point is why do people 
seem to be so biased against soft- 
ware ads in the magazine? | like look- 
ing at them; for instance, the 
Dreamweb one must have been the 
best ad in 1994. Don’t people realise 
that without advertisements, The 
One would be in the £10 price range? 
Surely no-one wants that! 

Also, | was wondering what the 
best, cheapest internal or external 
hard drive is for the A1200? It seems 
to take longer than my old 500 did to 
load, but is that just because there’s 
more data to load in? 

Does anyone remember me from 
the last issue of Sinclair User in the 
‘Suck up for Software’ section? | 
never received any software for my 
efforts, and since you are the same 
company, Beneath A Stee/ Sky or 
Super Stardust would be nice! 

Richard Chapman 
Ealing 


PS. So, why don’t you like Football 
Glory much? It’s quite good, but 
Sensi lives on! 


A number of interesting points there, 
Dicky, which | have neither the time 
nor the inclination to answer. As for 
your cheeky request for a software 
prize, | think the words, ‘fat’ and 
‘chance’ sum up what we computer 
journalists call the ‘likelihood sce- 
nario’ rather nicely. 


ASKING FOR IT 
Dear The One, 
It's 2.10 am and I’m writing a letter... 
oh dear! Over the months there have 
been many arguments over Frontier: 
Elite Il. It seems to me that if you can 
control your ship you can become 
‘elite’: if not, then you have two 
choices; have patience and try to 
master the ship, or give the game 
away. | have patience and now I'ma 
General (in the game | mean). What 
do you lot think? 

Secondly, how the hell do | get my 
parents to buy me a 1200 with a 


printer and Lightwave (the rather 
good 3D program)? They seem to 
think that because my trusty but crap 
A500 works, everything is okay! 
WRONG!! Plus I’m getting stick from 
my PC-owning friends. Thankyou for 
reading this stinking pile of John 
Major. 
Gavin ‘Debate’ Ashton 
Yateley 
PS. Is there a cheat or something for 
Powerdrive? |'m stuck on Stage 4 
with an old, battered Mini. If only | 
had a Renault (hint, hint). 
PPS. Where is Seek and Destroy on 


floppy? 


Well, ‘Debbie’, opinion at The One is 
pretty equally divided about Frontier. 
Both Matt and Andy who have 
played it quite a lot in their time 
think that it’s an excellent game. They 
have both attained the much sought 
after ‘Tragic’ status, because they are 
a right pair of ‘Saddleworths’. Harry 
and Jo, on the other hand, having 
played the game just once between 
them, think that it is a load of old 
rubbish and are consequently stuck 
with the rating of ‘Fully Rounded 
Human Being’, because they have got 
far better things to do with their pre- 
cious time. As to your other problem, 
| suggest you try the following: 1) 
Approach your parents. 2) Ask them 
for an A1200. Okay? 


A RIGHT PAIR OF 
HERBERTS 

Dear The One, 

Ah'm a wee bit miffed as to yoor 
referral to me, The Mad Black Pud- 
ding, (‘Questions’, December ish.) as 
a ‘Scots Git’. Noo, ah wid just like tae 
pint oot tae ye that ye’re all a bunch 
ae... right sorry about my Scottish 
friend, he has a little bit of a problem 
with stupid gits like you, and has 
asked Kilroy The Killer Devil from Tox- 
teth to, well, put the proverbial 
willies up you. | will do this by select- 
ing each and every one of you for 
death by way of Last Action Hero and 
Large Cucumber’, not a nice way to 
go as the enclosed picture shows. 


LETTERS( 


7 pushing boulders on ugly meanies. 


1 can any of these games be found on 


Just before | depart for my torture 
chamber (I love being tortured), | 
would like to ask why you insist on 
printing the spelling mistakes of the 
people writing into you. This is not 
very kind (I'll make an exception for 
that C. Cavey bloke, and that stupid 
pirate you had as ‘Git of the Month’ 
last April) and say that my hedge- 
trimmer, Herbert, would just love to 
come into contact with your collec- 
tive heads, especially Harry's as Her- 
bert loves a challenge! Well, just 
enough time to say ‘P’uck off C. 
Cavey and keep up the good work 
and crap jokes; and remember, you 
have been targeted for termination! 
The Mad Black Pudding 
& Kilroy the Killer 
Troon & Toxteth 
PS. Can you say a hearty ‘Hello you 
pillocks’! to Colin, Neil, Dougie, Mojo 
and Swotty lan for me, please Harry, 
or Herbert will come round and chop 
off your... 


Well, TMBP and KK, at The One, we 
reckon that the longer and sillier the 
pseudonym, the tinier the ‘parts’ of 
its ridiculous owner. So no, | will not 
say ‘Hello you pillocks” to anyone 
dim or misguided enough to number 
themselves among your friends and 
what's more, the Messrs Pants, Her- 
bert is not real. A hedge-trimmer, 
though undeniably useful, is thor- 
oughly inanimate, and therefore 
quite unlike my pet soup ladle, Mr 
Killingly Funny, who is unimaginably 
hard and brutal and very cross with 
everybody. Now bugger off! 


BBC TWO 

Dear The One, 

Before | bought my Amiga, | had a 
BBC. One day, it suddenly struck me 
that there were some bloody incred- 
ible games produced for it and they 
were just rotting away in my cup- 
board. 

Can you remember JCB Digger? 
That wonderful noise it made when a 
baddie got stuck in a hole? How 
about Repton 2. Superb Puzzler with 
a little green guy who ran about 


PD for the Amiga, or is there a way of 


a transferring them from a 5'«to a 3'2 
‘| inch floppy? Memories, memories — 


they bring a tear to my eye! 
Chris Julian 
Chesterfield 


You should get together with Matt, 
Chris. He’s always droning on and on 
about how great all the old BBC 
games were. Then you could coo and 
blub together in a corner and swap 
heart-breaking anecdotes about how 
stunning Elite was on the BBC. Until 
of course | killed you. The answer to 
your other question is, happily, no. 


SIDE-BY-SIDE 

Dear The One, 

| was reading the Chaos Engine 2 fea- 
ture in the January issue and when 
talking about split screen two-player 
mode, you said: ‘immediately you 
stop moving, your opponent can see 
that your screen has_ stopped 
scrolling and will instantly know 
where you are.’ 

This problem could very easily be 
solved. Many PD games have done it 
— split the screen vertically instead of 
horizontally — then you can put 
something between [the players] so 
that you can’t see what your oppo- 
nent is doing. Look, Renegade, if PD 
producers can do it with games like 
Trick or Treat and Transplant why 
can't you? 

Oh yeah, and another moan, what 
is up with your screen grabber? In 
the WiP of Shadow Fighter, the 
screenshots were all... ahem... well, 
blotchy. 

Despite all this | think the mag is 
great, so keep up the good work 
lads... 

Simon Cameron 
BFPO 53, Cyprus 


Nice idea Simes, though | should start 
by pointing out that it is The Bitmap 
Brothers who are programming the 
game, not Renegade. Our source tells 
us that Les Bitmaps did flirt with pre- 
cisely the sort of split-screen arrange- 
ment you describe, but apparently, 
once all the characters were included, 
it slowed the action down so much 
that it started detracting from the 
gameplay. We are reliably informed, 
however, that Les Bitmaps are in the 
process of planning a cunning side- 
step around this potentially huge 
doggy-do on the otherwise pristine 
path towards Chaos 2's satisfactory 
completion. Needless to say, the 
relentlessly probing journos on this 
magazine don't know what it is. 

| think the word you were groping 
for to describe the Shadow Fighter 
grabs was ‘blue’. There was a 
moment when we thought that 
we knew what had gone wrong 
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with them, but our technical people 
keep changing their minds and have 
sent some samples off to some secret 
lab for testing. And let me tell you, 
we are all on tenter-hooks here, 
especially as it looks as if it might 
turn out to have been somebody 
else’s fault. Hurrah! 


EVERY LITTLE HELPS 
Dear The One, 

| am writing this letter in response to 
a number of things. Firstly | wish to 
point out that | am an employee of 
Tesco Stores Ltd, and should there- 
fore stand up for them. However as | 
feel that Tesco’s and everything 
about it is a big pair of pants, | shall 
take a raincheck. And no, Mr. Led- 
bury, by ‘pants’ | mean crap and not 
excellent, as you and your ‘Yoof Cul- 
ture’ would have me believe. 

Secondly | would like to air my 
views on ‘Yoof Culture’. | am not too 
sure what it is. But if it involves hang- 
ing around Off Licences whilst wear- 
ing those stupid oversize jeans and 
hats, and | use the term ‘hat’ in its 
loosest form, then the whole concept 
of Yoof Culture is a big pile of crap. 
May | offer some advice to those 
poor, sad youngsters who have 
become victims of this sad culture. 
Firstly if you're going to spend money 
on clothes, then try getting some 
that fit. Secondly, why not wait until 
you are 18 before you hang around 
Off Licences, then you might even get 
served. Lastly, please go and get a 
pucking life. 

My last point is actually Amiga- 
related. | own an Amiga 500, and 
contrary to popular belief, | can still 
buy good games for it. The only time 
| wished for an upgrade was when | 
thought Theme Park would be exclu- 
sively for the A1200. However, now | 
own the A500 version of the game 
and am very pleased with it. 

My point is that all those people 
who moan about Commodore bring- 
ing out a new computer as often as 
Man Utd bring out a new away strip, 
should chill out a tad. My humble 
A500 has lived through the birth of 
the 500+, the 600 and the A1200. 
Long live long life cream. 

Hue Jarce 
Springfield 


My, Huge, you're a bit bonkers aren‘t 
you? | don't think too many people 
have been moaning too audibly 
about Commodore bringing anything 
out for the last few months, unless of 
course you count the alleged sighting 
of David Pleasance’s willy at The 
World of Amiga Show. Still, as | they 
believe they down your way ‘every 
little helps’. Your point about the 
A500, though clumsily made, is a 
valid one. We would therefore like 
§ you to have this cigar-shaped 

| object, with our compliments. 


WELSH ABBEY 
Dear The One, 
You're crap! I’m going to get on your 
nerves. In the November issue (no, 
I'm not human) you printed on the 
contents page ‘Yes Page 871 is still 
rubbish!’ It wasn’t. It was probably 
the best page in the magazine. Also 
you print a section called ‘Recom- 
mended’ every month. It’s crap! Do 
you think we really care what you're 
favourite games are? Incidentally, in 
your November issue you insulted the 
Welsh. I'm Welsh. There are two types 
of people, those who are Welsh and 
those who wish they were. Don't say 
anything about sheep or leeks, or I'll 
set my stepmother, who is a mafia 
boss, on you. And you can’t say any- 
thing about my spelling because it’s 
almost completely perfect, like me. By 
the way, | wrote this letter on a crap 
piece of paper because | don’t like 
you, and incidentally, | wear a giant 
condom...[snip!] 

David ‘Child of Hell’ Hill 

Llanwern 

PS. I'd rather read Amiga Action. Also 
my envelope is pink to symbolise 
how weak you are. 


Davey-bach. Look you. You're a self- 
confessed Scree-boy, who'd rather be 
reading Amiga Action; who thinks 
that second page of some Litil Divil 
tips was the best thing in an issue 
that included, amongst much other 
excellence, our exclusive! review of 
Aladdin. So, if anyone is ‘Crap!’ it’s 
you, boyo. And of course people care 
what our favourite games are, that’s 
what the entire mag is about... hang 
on, you're teasing me aren't you, you 
fettlesome bolt of taffeta? Get thee 
behind me, thou sheep-stained son 
of Owain! 


CLEVER CLOGGS 

Dear The One, 

|! am writing to you on four points. 
1). | am a sad git who has nothing 
better to do with his time. 

2). Amusing as your ‘Next month is a 
cracker!’ section was, the idiot who 
wrote it made a foul grammatical 
error on the ‘Clever Joke Randomiser 
and Motto Maker’. On the bottom of 
the wheel was written ‘Grumio in 
Culina Coquebant’. This translates as 
‘Grumio were cooking in the kitchen’, 
which is obvious cack. It should have 
read Grumio in Culina Coquebat. Gru- 
mio, as | recall, was Caecilius’ cook 
out of the Cambridge Latin Course, 
Stage 1. 

3). Another complaint. The prat who 
did the screen shots for the Shadow 
Fighter preview had left the colours 
completely cocked up. 

4). Fourthly, finally and most impor- 
tantly, in response to the A-Train 
Comp, (‘Replays’, Jan Issue) the ‘giant 
of Be-bop who wrote and composed 


the memorable tune ‘Take the A- 
Train’ was Billy Strayhorn. 

Stefan Agaprawicz 

Worcester. 


Steffi, let’s take your all your clever 
points in the brilliant order in which 
you make them. 

1). Agreed. 

2). The idiot who wrote ‘Grumio in 
Culina Coquebant’, would be obliged 
if you could translate the following. 
into Latin: ‘My Toy-boy’s trousers 
have fled into TransAlpine Gaul". 

3). Well spotted. 

4). If you think you stand a chance of 
winning this game after your previ- 
ous points then you're absolutely 
Wrrroooaaaarrrroooooright! Go then, 
and sin no more. 


SATAN’'S SAUSAGE 
Dear The One, 

As a self-respecting metal fan, | felt it 
my duty to complain about the flip- 
pant accusation that Black Sabbath’s 
music incites violence and satanic 
worship in its listeners (Team 17 
‘Worms’ article, News Jan ‘95). 

| wouldn't get ‘Paranoid’ or any- 
thing cause the chances of any ‘Evil 
Woman’ or any ‘Black Sabbath’ ‘War 
Pigs’ doing anything drastic, like 
pushing a pen ‘N.1.B’ through your 
eye are very, well, er, small. Though | 
wouldn't ignore the threat and hide 
behind a ‘Wall of Sleep’. 

Sorry if I'm scaring you at all but if 
you go around taking the (kiss-His 
Mum) out of the Sabs, you really are 
‘Killing Yourself to Live’. 

Advisary 

Destroyer of Kings 

Angel of the Bottomless Pit etc 
etc, loads more childish nonsense 
Somerset 


PS Bjork is utter (trite-His Mum 
again). 

PPS Where in the home counties do | 
write to subscribe. 


What are you on about Angelica, my 
dearest pixie? We mean Satan the 
dog, Andy’s very own pet pooch, a 
vicious Dachshund and nemesis of all 
kitten-kind. Mind you, Black Sabbath 
are/were crap aren't they: ‘SOS you 
hear these words telling you no-ow 
of my state, | tell you to enjoy life | 
wish | could but it’s too late’. Crap. 
Not that we don’t like a nice bit of 
metal on The One. Matt likes zinc, 
Andy is fond of mercury and | just 
love aluminium. Particularly when it’s 
polished to a glassy sheen. 

You can subscribe by contacting 
our subscriptions people. 


COMPLETE 
GIBBERISH 

Dear The One, 

Complete any game. 

Cannon Fodder 2. Completed (2 secs). 


Jungle Strike Completed (1.5 Secs). 
New style mouse, one shot only. 
No monitor, 
No Computer, 
No bloody house, 
£8,500 Post Paid. 
Kyle Zachary Gregory 
Kirkby-in-Ash 


Er...Kylie, have you been sniffing the 
Airfix polystyrene cement again? 


PEEVED STEVE 

Dear The One, 

| am writing because | am a bit 
peeved about the coverdisks which 
were on the February edition of your 
mag. By the way | own an Amiga 500 
with a half-meg upgrade and | have 
had it for at least six years. 

Marvin's Marvellous Adventure is 
an A1200 only game. Doesn’t work 
on my computer. Shadow Fighter is 
supposedly acceptable to an A500. | 
try the game and it won't load. Is it 
because | don’t have enough memo- 
ry to play the game? If so, would you 
please tell us if we need 2 Meg mem- 
ory or a Reliant Robin to play a demo 
next time, please, because | think that 
most A500 owners (like me) will only 
have 1 Meg. 

Could you please tell me if you are 
thinking of putting A1200 demos on 
the coverdisks in the next few 
months because my renewal for your 
mag is up in March and | will have to 
think it over if every month | pay 
£4.00 for a great mag, but no 
playable coverdisks. 

To be perfectly honest | am think- 
ing of selling my Amiga for either a 
CD32 or the long-awaited Ultra 64. If 
a CD32 mag gives cover CDs for a 
newer more powerful machine next 
in the Amiga line, | will probably put 
my trust in the Ultra. 

Stephen Wakefield 

Stourbridge. 

PS. Are there any prizes for being git 
of the month? 


Er, I'd normally be answering a letter 
of this sort with some kind of apolo- 
gy; because we're used, nay, fond of 
making mistakes on our magazine. 
But in this case, Stevie, I‘d rather like 
to say ‘chinny reckoooon’. For Shad- 
ow Fighter doth work rather nicely 
on an Amiga 500, methinks. A nor- 
mal, bog-standard one, with 1Mb. 

To be honest, we’re not actually 
thinking on putting A1200 games on 
in the next couple of issues. FIFA Soc- 
cer, Valhalla: Before the War, Boo!, 
Flight of the Amazon Queen... er, and 
some others are all coming up, all of 
which will work on your machine. We 
always try to bring you the best 
demos we can — but we can't please 
everybody all of the time. And just 
think of the poor A1200 owners out 
there. Have you spared a thought for 
them? Eh? Eh? 
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NOT A GOOD START 
Dear The One, 

| have some questions with which | 
should like to grace your funky mag 
(good intro eh?). 

1). What are Andy’s chances of 
holding on to the job? 

2). Where can | get hold of Box- 
ing Manager and Kick Off 2? 

3). Which magazine does the 
unmentionable one (Simon) now 
work for and did he leave of his 
own accord , (I’m merely curious, | 
don’t actually want to know, you 
understand)? 

4). How many times have you 
written ‘git’ this year in The One? 

5). Are there any Amiga joysticks 
which work on the PC? 

6). Are those coins in Harry's eyes 
surgically attached, or is he just a 
nob (or both?). 

There, that should fill up some 
space. By the way, | think that Matt 
should be editor. 

Ned 
Great Dunmow 


Nice questions, Ned, and what a 
super way to kick start this month’s 
lively ‘Questions’ page. Allow me to 
begin at the beginning. 

1.) Fair to middling. 

2). A shop. 

3.) Simon is still running his West 
Country fish & chip emporium. 

4). Never. 

5). No. You'll need to buy a conver- 
sion unit, matey. 

6.) Both. 

Matt thinks he should be editor too, 
but fortunately nobody pays him 
any mind. 


CD QUESTIONS 
Dear The One, 
| would like to ask your great minds 
a few simple questions: 
1). When the bloody hell are TFX, 
Mega Race and Inferno coming out 
on the CD32? 
2). Is there a lead so you can con- 
nect the CD32 to an A1200 enabling 
you to use the its disk drive and key- 
board. If so, how much is it? 
3). Is there a CD32 version of 
Dreamweb planned? 
4). Could you tell me any of the 
cheats/codes for Guardian and 
Roadkill on the CD32. 

Chris Hallett 

Weymouth 


Now call me Doris Stokes, but I'd 


guess that you, Chrissy, are a CD32 
owner! So, now for some nice CD32 
flavoured answers. 

1). Er... slight problems there, 
Chris. Neither TFX nor Inferno will 
ever make it to CD32, you see. 
Although TFX will be reviewed next 
ish for the A1200. Good news about 
Mega Race, incidentally; it will be 
appearing in the next couple of 
months. Probably. 

2). Try First Computer Centre (0532 
319444), because they're quite good 
for leads and stuff. Or so Andy Lean- 
ing says, anyway. 

3). Empire is ‘thinking about it’, 
and they'll be deciding whether to do 
a CD32 version shortly. 

4). No. 


CHIPS WITH 
EVERYTHING 

Dear The One, 

Congratulations on a completely ace 
magazine, it’s well polished and has 
a full content. | think the price for 
your mag is reasonable and well 
worth £3.95 for great demos. 

1). | have a few technical questions 
to ask. | own an Amiga 1500 with 81 
meg hard drive (internal) and 6 megs 
of RAM. Is there any way to get 
A1200 games to run on it (upgrades, 
expansions) or a PC emulator, as | 
know there is one for the A5/600. 

2). When | installed my hard-disk, 
my screen was stretched and I've 
been unable to see important screen 
prompts and control bars at the bot- 
tom. Is there any way to fix this? 

3). Will Monkey Island 3 be made 
for the Amiga and if so, will it run on 
the A5/600? 

Daniel Bourke 
Insch. 


Dan, please don’t think that you can 
get us to answer absurdly technical 
questions just by buttering us up at 
the beginning of your letter. It won't 
work. Well done for noticing that we 
are full of ‘content’. The equally ful- 
some answers to your questions are, 
therefore, as follows. 
1). No. But, yes you can go ahead 
and buy a PC Emulator. 
2). Buy a new monitor. Or get some 
qualified person to fiddle about with 
it inside. 
3). There is not, and never will be any 
such game. 

Go on, try a bit of your soft, soapy 
flattery now, Mr Clever Trousers. 


CU JIMMY 
Dear The One, 
| have recently decided that CU 
Amiga is crap and have therefore 
switched to your excellence. Here are 
some incredibly hard questions for 
you: 
1). You know, like, there are games 
like Lion King and stuff? Yeah, well 
they're on the megadrive but they’re 
only on the A1200 as Amigas go. As 
all Amigas are infinitely better than 
Megadrives, why the hell aren't they 
out on the A5/600? 
2). Well, you know like there are 
games that the A1200 can play, but 
other Amigas can’t, well why isn’t 
there a thingy like an AGA chip you 
could plug into the A600’s serial port 
or something? 
3). Several mags say that Dreamweb 
is already out on the Amiga (A5/600 
versions anyway), but when | ven- 
tured into a retail outlet place, thing, 
| was told that only the A1200 game 
was out. Why then, hey, why, hey? 
4). Why have you got the same 
address as CU Amiga. 

Sam Mullins 

Wooler 


Nice to have you on board, the infant 
Samuel, though | should point out 
that CU Amiga is not crap, though | 
understand your mistake. No it is 
merely all spannery and lab-coaty, 
which, now you come to mention it, 
is probably why you'd stand a better 
chance of getting some _ serious 
answers to your questions from 
them. Still, we’ll have a go. 

1). All manner of good reasons, most- 
ly involving the letters A, G and A. 
2). Because it wouldn't work, silly. 
3). We reviewed the A1200 version. 
The A5/600 version should be out 
shortly, with slightly fewer colours. 
4). We live in the same house. 


CLOWED OF SMOK 
Dear The One, 
Please can you answer my questions: 
1). In December's version of your fab 
magazine | had Mortal Kombat Il. 
Somehow Scorpion’s name came up 
on one of the energy bars and all he 
was was a cloud of smok and went 
into a error and the same with 
smoke. He was a clowed of smoke 
and went into a error why? 
2). Is there a CD Rom for the A600? 
3). Has Harry had his hair cut? 

Kevin Cole 

Caterham 


At first glance, the content of your 
first question, not to mention the 
idiosyncracies of your handwriting 
led me to believe, Kevin Cole, that 
you were about seven-years-old and 
therefore deserving of much indul- 
gence. ‘Clowed.’ ‘Smok.’ etc. What 
charming errors! But, your second 
question is a bit too sophisticated for 


one of such tender years. The time 
has come therefore, Kevin Cole, to 
be brutal. 

1). Smoke should not have appeared 
in our cover demo, if he did, | sus- 
pect that what you had was a bit of 
daggly code left from the full game. 
So soz about that. 

2). No. 

3). Yes. Many times. 


FIL] AND IN ALL 
LIKELIHOOD, KILI. 
Dear The One, . 
Having just finished the first Lord of 
the Rings, | would like to know 
when the second LOTR will be avail- 
able, if at all. Also, could you please 
tell me where | may obtain a copy of 
War in Middle Earth? 
Geoff Stryker 
Birmingham. 


Geoff, by the name of Luthien the 
Fair you shall have neither The Ring 
nor me! Don't worry | haven't dis- 
appeared, it’s just that we don't 
know the answer to either of your 
Tolkeiny posers. Fortunately, we do 
know a bunch of Helpful Elves at 
Computer Cavern (@ 01628 891101), 
(if they haven't legged it for The 
Grey Havens) who will be able to 
offer you more er... stuff, than The 
Shire could er, offer. 


AN A1200 OWNER 
WRITES... 
Dear The One, 
| have a few questions for you. 
1). In your January issue you pub- 
lished some cheats for Bubble Bob- 
ble in ‘Classic Tips’. | would just like 
to say that they don’t work. Do you 
have some that do, and if so, could 
you could tell me what they are? 
2.) Is Chaos Engine 2 coming out on 
the A500? 
3.) ls Shadow Fighter coming out on 
the A500? 
4.) When is Super Skidmarks coming 
out and will it be on the A500? 
5). Why isn’t Marvin's Marvellous 
Adventure coming out on the A500? 
6). | think that not enough good 
games come out on the A500 nowa- 
days, don’t you? 
Joe Barnsley 
Ashby-de-la-Zouch 


Would | be right in thinking that you 
own an A1200, Joe? Here are some 
sparkling answers 

1). Oh, yes they do. Probably. 

2). Yes. 

3). It always has been. 

4). Yes, any time now. 

5). Cos it’s too big and was always 
developed as a 1200/CD 32 game. 
6). Yes , | mean no... er, look, as 
most of the games you've asked 
about are, or will be available for 
the A500, | don’t think you have 
much of a point. Do you? 
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ast season The One, in con- 
i junction with Renegade Soft- 
ware, ran a competition, cun- 
ningly entitled the Fancy League, to 
promote Renegade’s release of Sensi- 
ble Soccer — International Edition. 
The competition proved to be so 
successful — literally thousands of 
entries all vied for the 
whopping £1000 top prize 
— that Renegade wants to do 
it all over again this season. y 
And because it coincides } 
nicely with the incredibly 
successful Sensible World of 
Soccer, so far selling 101,000 copies 
in six weeks, staying at number one 
in the charts for five of those weeks, 
Renegade wants to give away even 
bigger prizes! 
The main prize is a superb week- 
end for two people at any football 
fixture in Europe; but there is also a 
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brilliant monthly prize of a full official 
team strip of your choice to be given 
away to the best manager each 
month. Yes, beginning with the May 
issue of The One, and continuing for 
the next three issues, we'll be keep- 
ing a check on the performance of 
each Fancy League manager, and 
we'll be printing a top 50 
league table. 

Every month all 22 teams 
will play 14 matches (this is 
the Fancy League, after all!) 
with each team played by 
members of Sensible Soft- 
ware, Renegade, The One and CU 
Amiga magazine. Oh, and Dominik 
Diamond. Probably. 

At the end of the three 
month period, each and 
every team will have played 
42 matches each, making up 
a full season — so there’s a 
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HINTS AND TIPS 
Choose attacking midfielders for 
their goalscoring abilities. Scoring 
goals is the only way midfielders 
can gain points. 

Defenders should be chosen 
with their team in mind, rather 
than their value. Each defender 
loses points every time his team 
concedes a goal, so it’s worth bear- 
ing in mind the entire team’s capa- 
bilities. To help you choose a team, 
if you look below you'll find one 
favoured by Jon Hare of Sensible 
Software. You could always enter 
this yourself, of course, but remem- 
ber that in last year’s Fancy 
_ League, Jon’s team, We Luv U 
Englund, came but fourth 
from ten. So we’re sure you 
could do much better! 


BE THE GREATEST 


FOOTBALL MANAGER IN HISTORY! 


WEEKEND TRIP FOR TWO TO ANY 
FOOTBALL MATCH IN EUROPE! 
PLUS! LOTS OF OTHER MONTHLY PRIZES! 


Senile 


WORLD OF 


SUCCER 


lot of work ahead for the club man- 
agers. But all you have to do is make 
up the best team possible, given £17 
million to spend, from the 22 club 
teams listed. It’s more difficult to 
make a good team than it looks — 
but remember that generally, the 
more expensive a player, the better 
he performs. 

Remember: although the results 
begin in May, you need to get your 
entry in by April 3rd at the latest! 


A A A EL Ee EE EE tty Et 


- 


Incidentally, it’s worth pointing out 
that there are certain players which, 
despite them playing for a real-life 
club, the only place you'll see them 
play is in the Fancy League. That nice 
Eric Cantona chappie, for example; 
banned from English football by his 
own club for a whole season, but 
STILL IN THE FANCY LEAGUE! Ex-pat 
Paul Gascoigne, too, utterly knack- 
ered, but STILL IN THE FANCY 
LEAGUE! Yes, you can be absolutely 
sure that no real-life events will affect 
the Fancy League! 

Because of the administrative 
nightmare that befell The One staff 
last season, having to wade through 
each postcard entry to find the win- 
ners, we've installed a telephone 
entry system for the new competi- 
tion. This not only makes things easi- 
er for us, but also you can guarantee 
that your entry is present and correct 
on the computer. 

It will cost you nothing to actually 
enter the competition, but of course 
you will have to pay good old BT for 
the phone call, which should cost you 
no more than 39 pence per minute 
off-peak, and 49 pence per minute at 
all other times. 

So it only remains for us to wish 
you good luck, and to remind you 
that if it’s not your telephone, please 
ask for permission before you enter! 
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he Fancy League is a sys- 
tem of football manage- 
ment. Simply put, it 
enables you to build up a team of 
eleven real-life footballers from a 
list of 22 actual teams which you'll 
find on the next page. Every 
month we'll be playing each of 
the 22 teams as a normal league, 
played using SWOS by ourselves 
and a bunch of celebrity man- 
agers, and we'll be printing the 
results over a three month period. 

Each player scores points based 
not only on his team’s perfor- 
mance, but also on his individual 
goal-scoring or defending. So, 
after each match, every player's 
individual score is calculated, and 
after 14 matches we'll be printing 
all the individual scores. 

Using the scores for each of 
your 11 players, you can then add 
up your team’s total score for that 
month. You'll be pitting your wits 
against lots of other managers 
from around the country; but if 
you're judged to be in the top 50 
managers in any of the 
three months, your 
name, team name and 
score will be printed in 
a manager's league 
table in both The One 
and our sister maga- 
zine CU Amiga. \f you 
do well, you could win 
one of a number of 
prizes! Good luck! 


=> 


1. Each entrant has £17 million in total 
with which to construct his/her Fancy 
League team. Any team exceeding this 
total will be void. 

2. Each Fancy League team must com- 
prise the following players: one goal- 
keeper; four defenders; four 
midfielders; and two attackers (11 play- 
ers in total). The players’ positions are 
as specified as: G - goalkeeper; D - 
defender; M - mid-fielder; A - attacker. 
Only the positions specified next to the 
players’ names will be accepted. Any 
team not conforming to the formation 
above will be void. 

3. Each entrant can pick a maximum of 
TWO players from any single team (i.e. 
you can’t have three Manchester Unit- 
ed defenders, or the four Ajax mid- 
fielders). Any entrant's team 
comprising more than two players 
from any one of the 22 Fancy League 
teams will be void. 

4. Once you have selected your team, 
ring the Fancy Football League Hotline 
number below. You must have a touch- 
tone phone to enter this way. Once 
connected to the Fancy League Regis- 
tration Line, follow the instructions, 
speaking clearly when prompted and 
inputting data such as players’ code 
numbers using the dial pad. You are 
advised to fill in the form printed 
below beforehand to cut down the 
length of your call. 

5. The Fancy League Telephone Hotline 
will be set up to reject any team not 
conforming to the above rules. Average 
length of call: three minutes. Calls cost 
39 pence per minute off-peak (that’s 
6pm to 8am Monday to Friday, and all 
weekend), and 49 pence per minute at 
all other times. Please check with the 
person who pays the bill before 
dialling. Lines will be open 24 hours a 
day from 21st February 1995 to 3rd 
April 1995. Any team entered after that 
date will be considered void. Multiple 
entries are allowed. 


RULES AND HOW TO ENTER: 


FANCY LEAGUE HOTLINE: 


0891 615640 


6. On 4th April, the Fancy League will 
begin. Each team will play each other 
twice, making a total of 42 matches. 

7. Players will score points for each 
match they play in as follows: 
Goalkeepers gain four points (+4) for 
keeping a clean sheet (not letting in 
any goals), or lose one point (-1) for 
every goal they concede. Defenders 
gain four points (+4) for every goal 
they score, three points (+3) if their 
team doesn’t concede any goals, or 
lose one point (-1) for every goal their 
team concedes. Midfielders score four 
points (+4) for every goal they score. 
Attackers score three points (+3) for 
every goal they score. Players who fail 
to appear through suspension or injury 
neither gain nor lose points for the 
matches they miss. 

8. For 3 months beginning in May, 
both CU Amiga and The One will print 
the results and goal-scorers of matches 
played during that month. 

9. If you do not have a touch-tone tele- 
phone, you can also enter by cutting 
out or photocopying the completed 
form below, and sending it, along with 
a stamped addressed envelope, to: 
Fancy League Entries, Computerize, 
Unit 1, Neach Hill, Neachley Lane, Shif- 
nal, Shropshire TF11 8PJ. 
10. After each month, the top manager 
will win the full footy team strip of 
his/her choice. At the end of the com- 
petition, the manager with the most 
points will win a weekend for two peo- 
ple, to the European footballing desti- 
nation of their choice. In the event of a 
tie, the team which has scored the 
most goals will be the winner. 

11. EMAP Images cannot be held 
responsible for any inaccuracies or 
technical problems which may occur. 
The Editor’s decision is final, and no 
correspondence will be entered into. 
12. EMAP Images reserves the right to 
cancel the competition at any time, for 
any reason, without liability. 


5 YOUR FANCY LEAGUE TEAM 


Use this form to write down your Fancy League team. This will make it 
easier when phoning through your entry — and it also doubles as an entry 
form, if you don’t have a touch-tone telephone! 


i TEAM NAME 
a NAME POSITION PLAYER NO COUNTRY VALUE 
> Goalie £ 
5 Defender £ 
j Defender £ 
Defender £ 
i Defender £ 
3 Midfielder £ 
i Midfielder £ 
i Midfielder £ 
Midfielder £ 
: Attacker £ 
t Attacker £ 
i TOTAL VALUE £ 
: 
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(COMPETITION 


Blackburn Rovers (Engtand) ; 


| Flowers G 0701 
Henning Berg D _0712__Nor asi | 
Tony Gale D 0713 Eng £550K 
Colin Hendry D 0714 Scot £850K 
Graeme Le Saux D 0715 En £1.6M © 
Stuart Riple M 0726 En £1.5M 
David Batt M 0727 En £1.6M — 
Tim Sherwood M 0728 En £1M 
Jason Wilcox M 0729 ~=En £700K 
A 0730 En £6M 


A _0731_—s Enq’ 


AC Milan (italy) 


Sebastiano Rossi G 0101 Ita £1M_ 0801 Port 
—eoeoeoss ng nn 


Christian Fanucci D 0112 Ita £1. 0812 +#Port 


Franco Baresi D 0113 Ita £5M 


Neto 0813 #£Port 


Alessandro Costacurta D 0114 Ita £3M 


Paulo Roberto Bra 


Paulo Maldini D 0115 Ita £8M Port 


Roberto Donadoni M 0126 Ita £2M 


Port 


Demetrio Albertini M 0127 Ita £2.2M 


Bra Vasili Kulkov 0827 Rus 


Marcel Desailly M 0128 Fr £3.5 


Bra Rui Barros 0828 +# Port 


Gianluigi Lentini M 0129 Ita £3M_ 


Tononho Pereira M 0429 Bra __£3M_ 0829 __Bra 


an Savicevic A 0130 Yu £7M 
Alessandro Melli A 0131 Itaf 5M 


Ido A 0430 Bra £13 


(i 6! ae 


Galatasaray (Turkey) 


Gintaras Staucer G 0901 Lith £500K 
Norman Ma D 0912 Zimb £450K 
D 


n Van Der Sar Busquets 


0201 Hol £700K — 
ichael Reiziger D 0212 Hol OK 


Albert Ferrer D 0512 


anny Blind D 0213 Hol £750K Ronald Koeman D 0513 Hol Mert Korkmaz 0913 Turk £550K 


Frank De Boer D 0214 Hol £1.5M Abelardo Fernandez D 0514 


Finidi George M 0225 Nig £1.3M 


Frank Rijkaard M 0226 Hol £2.2M 
Edgar Davids M 0227 Hol £850K 


Yusuf Altintas D 0914 #=‘Turk £500K 


Guillermo Amor M 0525 


S 
Ss 
Miguel Angel Nadal M_ 0526 _ Sp 5 
‘ 
Ss 


Bulent Korkmaz D 0915 #£=Turk 


Okan Buruk M 0926 =Turk 


Josep Gardiola M 0527 £SM __ 
£2.7M_ 
i Barjuan ‘ M0529 § 2M 
Hristo Stoichkov A 0530 Bulg eM 
on A__0531 9m _ 


Suat Kaya 0927 # Turk £5 


M0228 Fin £3M__ 
£3M_ 
£1M_ 


Jari Litmanen Jose Maria Bakero M 0528 


Tugay Kerimoglu 


M 

M 0928 Turk £850K 
Hakan Sucker A 0939 Turk £800K , 
uty TukyBenad A 0930 Swe g000% 

WA 


Marc Overmars M 0229 Hol 


Patrick Kluivert 


A 0230 Hol 
A 0231 Hol 


ubilay Turkyilmaz 
‘Saffet s cakli 


0930 §=Switz £350K 


Davi 
Lee Dixon 0312 € £1.5M 
: 


d Seaman 


7) 


Oliver Kreuzer Ciro Ferrara 


o 


eal 


. 
, 


Lothar Matthaus 


o 
Cc 
a 
= 
N 
7) 
© 
= 
Lal 
g 


teve Bould 


Luka Fusi Ita 


e 


Jurgen Kohler 1014 Ger £2.75M 


0 
o 
3] 
= 
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Thomas Helmer Ger £3M 


ny Adams 


To 


e 


0625 Bra £1.9M : 


Nigel Winterburn Jorginho 


Moreno Torricelli Ita 


E 


David Hillier hristian Nerlinger elo Di Livio ita £1M 


An 


E 


John Jensen Antonio Conte Ita 


 ® 


Paulo Sousa 


e 


‘ 
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Lazio (italy) 


Luca Marchegiani 1101 Ita £1.9M 
Paolo Negro 1112 Ita £550K 


Roberto Cravero 


1113 


Ita 


£1M 


Jose Chanot 1114 Arg £2.75M 


G 
D 
D 
D 
Giuseppe Favalli D 1115 _—siita £1.5M 
M 
M 
M 
M 
A 
A 


Roberto Rambaudi 
Aran Winter 

Paul Gascoigne 
Roberto Di Matteo 
e Signori 


Giuse 


Alen Boksic 


David James 

Rob Jones 

Neal Ruddock 

Phil Babb 

John Scales 

Stig Inge Bjornbye 
Steve McManaman 
Jan Molby 

John Barnes 
Robbie Fowler 


lan Rush 


>|l> lz lz lzico lo lo lo lo 


1126 


1127 


1128 


1129 


1130 


1131 


Liverpool (Engiand) 


1201 
1212 
1213 
1214 
1215 
1216 
1227 
1228 
1229 
1230 


1231 


Ita 
Hol 
En 
Ita 
ita 


Cro 


Eng 
Eng 
Eng 
ire 

Eng 
Nor 
Eng 
Den 
Eng 


Eng 


£1.9M 
£2.75M 
£7.5M 
£1.5M 
£7M 


£6.5M 


Wales £4M 


Mamelodi Sundown (S.Africa) 


Craig le Grange 
Samuel Kambule 
Johannes Modau 


Lucky Molefe 


G 


D 
D 
D 
D 


1301 


1312 


1313 


1314 


S.Afr 
S.Afr 
S.Afr 


S.Afr 


£650K 
£300K 
£350K 


£300K 


Joas Magolego 1315 S.Afr £450K 


Ernest Chirwali 
Rabbie Moripe 
Moses Morodi 

Zane Mosa 
Lovemore Chafunya 


Bennett Masinga 


Manchester United (Eng) 


Peter Schmeichel 
Paul Parker 

Steve Bruce 

Gary Pallister 
Dennis Irwin 
Andrei Kanchelskis 


Paul Ince 


M 
M 
M 
M 
a 
A 


G 


1326 


1327 


1328 


1329 


1330 


1331 


1401 


1430 


Mala 
S.Afr 
S.Afr 
S.Afr 
Mala 


S.Afr 


Den 


Fra 


£450K 
£550K 
£450K 
£450K 
£450K 


£550K 


£7M 


Paris S$t-Germain (France) 


COMPETITION 


Neguya Grempas (Japan) 


Dick Havenaar G 1501 Ja £550K 


Toshiyuki Kosugi 


D 
Garca D Bra 
D 


Toshihisa lijoma 1514 Jap £350K 
Hisataka Fujikawa D 1515 Jap £250K 


Jorginha 1526 Bra £1.6M 


Makoto Yonekura 1527 Ja £500K 


Elivelton £1.6M 
Tetsuya Nakanishi Ja £350K 


Gary Lineker 


M 
M 
M 1528 Braz 
M 
A En £2.5M 
A 


Shigeo Sawairi 


Pavel Srnicek 1601 Czech £2M 


Marc Hottiger 1612 Switz £750K 
Darren Peacock En £1.3M 


Philippe Albert Bel £3M 


Ba Venison En 
Robert Lee En 
Scott Sellars En 


Peter Beardsle 


Bernard Lama G 1701 Fra 


Jose Cobos D 1712 +~=OFra £950K 
Alain Roche D 1713 ~=Fra £1.3M 
Ricardo Gomes D 1714 Bra £1.8M 
Patrick Colleter D 1715 Fra £750K 
Daniel Bravo M 1726 ~=Fra £800K 
Paul le Guen M 1727 ~=s Fra £800K 
Vincent Guerin M 1728 +=@Fra £950K 
David Ginola M 1729 ~=Fra £5M 
Valdo M 1720 ~=SwsBra £3M 
George Weah A 1731 = Lib £2.25M 


Rangers (Scotland) 


Andy Goram G 1801 Scot £1.1M 


Dave McPherson 1812 Scot £1M 


Alan McLaren 1813 Scot £1.1M 


Basile Boli 1814 Fra £2M 


David Robertson 1815 Scot £1.5M 


D 
D 
D 
D 
Craig Moore M 1826 Scot £450K 
Stuart McCall M 1827 = Scot £1.3M 

M 

M 

A 

A 


Pieter Huistra 1828 Hol £950K 


Brian Laudrup 1829 Den £4.5M 
Ally McCoist 1830 Scot £3M 


Mark Hateley 1831 Eng £2.5M 


Ja £350K 


£450K 


£550K 


Real Madrid (Spain) 


2 2 ee ee 
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g: 


Francisco Buyo 

uigue 
Rafael Alcorta 
Miguel Lasa 

ichel 

ernando Redondo M 

ernando Hierro 
Michael Laudru M Den 
Rafael Martin Vazquez M 1929 § 
Jose Emilio Amavisca A 1930 § 
A 1931 


Ivan Zamorano Chile 


Leonardo Aguirre 
Ricardo Altamirano Ar 
Guillermo Rivarola Ar 
Roberto Clerico Ar 
Diego Cocca Ar 
Leonardo Astrada Ar 
ulio Toresani Ar 
Berti Ar 


R i 2039 Ar 


Sampdoria feaey) 


’ 
, 


bbb oh sh 


bf 


ih 


Walter Zenga 
Moreno Mannini 
Riccardo Ferri 


Pietro Vierchowod 


Attilio Lombardo 
Viadimir Jugovic 
David Platt 
Alberigo Evani 
Ruud Gullit 


Roberto Mancini 


lan Walker G 2201 En 


David Kerslake 2212 En 


Kevin Scott 2213 En 


Sol Campbell 2214 En 


llie Dumitrescu 2229 Rom 


£2.25 


£5M 


ADNV4 


£750K 


£650K 


£700K 


£750K 


PAV a 


£2.75M 


BEVERAGE 


Acid Software has produced some of the best games we've seen lately on the Amiga — 
and yet it remains one of the least-known companies around. This may have something 
to do with the fact that it’s based in New Zealand. So, join Andy Nuttall, then, for... 
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Mark Sibly, aughor of Cybernetix a , relaxes with Simon 
Armstr d Hans Butler. Our Simés is the one in the middle. 


a cup of tea with 


he ‘Commodore thing’ is hav- 
¢ ing a profound effect on Acid 
Software. Still, when you 
think about it, it’s enough to put 
anyone off their scones, really. We're 
all feeling the pinch, to some extent, 
but Simon Armstrong and his crew 
are some 11,331 miles away across 
several continents and innumerable 
oceans. So it’s not like they can just 
pop ‘down Smith's’ and everything 
will be all right. 

‘Er, so Simon’, | ventured over a 
round or two of toast and Gentle- 
man’s Relish, ‘how's business? Do 
you take sugar?’ 

“It's s**t, Andy,” he wailed. “No 
thanks, just milk. I'm having to work 
for the local TV company to pay the 
bills.” Inquiries as to the precise 
nature of this televisual moonlight- 
ing prove fruitless, although he does 
burble something about program- 
ming. “Skidmarks 2 is still not fin- 


fa. 


market since Commodore went belly 
up, and | need a drink.” 

You can swallow this pessimism if 
you like, or you could seek out the 
bright, chirpy ‘alter-ego’ of Cadet 
Armstrong, Games Programmer, 
who's making stuff for his mates to 
play, and who manages to enjoy 
himself immensely despite... well, 
not making much money. That free- 
booting spirit which produced 
games like Skidmarks, Roadkill and 
Guardian couldn't have just died. 
Not because of a few Pleasance-relat- 
ed problems. Could it? 

“Actually we are still having a lot 
of fun, but this Commodore thing 
couldn't have come at a worse time,” 
he admitted. “It’s crazy. Pass the 
crumpets, Andy — thanks. The liq- 
uidators seem to have lived up to 
their name, and liquidated any hopes 
of getting the Amiga back into pro- 
duction. Just when we're starting to 


A500 games, as the AGA market has 
stopped growing and there just 
aren't enough machines sold to jus- 
tify the effort it takes. Of course the 
A500 will live on just as the C64 did, 
‘cos there are so many millions of 
them out there now. 

So Christmas wasn't a good time 
for Acid Software. It was forced to 
change distribution, after the previ- 
ous representative went into ‘cold 
turkey’ and quit the country. And 
their first real forays into the AGA 
market, Guardian and Roadkill, 
didn't do so well in the shops (“To 
tell you the truth, our Christmas sales 
were really bad,”) despite receiving 
excellent reviews across the board. 
‘More tea, Simon?’, | proffered both 
cheerily and supportively. 

“Yes, thanks. | think it was a mis- 
take for us to concentrate on AGA 


I don’t own a car or have a mortgage. 
None of us do — we invest most of our 
money into keeping the business going. 


get our s**t together too. And the 
reality of the situation for us is even 
weirder: now it’s only viable to do 


ished,” he groaned, spraying me 
half-digested biscuit; “the bot- 
tom has fallen out of the Amiga 


only,” he admits. “It’s such a cool 
platform to develop for, but we've 
realised now that the user base is 
just not there.” 

Skidmarks 2, Acid’s next big-name 
game to hit the streets, isn’t AGA- 
only. It has A1200 improvements 
built-in, but the thousands of A500- 
owning punters who bought the 
original game would form a lynch 
mob if they couldn't play the sequel. 
Skidmarks players are a feisty bunch. 

At the time of writing, though, it’s 
still not finished. The crew took an 
extended break over Christmas, after 
missing the 1994 deadline, and even 
now they’re still finding more and 
more things to put in. By tempting 
Simon with a Jammy Dodger, | 
hoped to discover the answer. 

“With a bit of luck, next week the 
final version will be ready for test- 
ing,” blurted Simon, eyeing the bis- 
cuit plate hopefully. “We got a hires 
display going for AGA users, and this 
combined with eight cars, the cham- 
pionship modes, the new tracks, the 
car converter... the final spec just 
keeps getting longer and the game 
better and better.” 

So remember that demo you 
played back in December? Think 10 
times better. 

And also, not before time, our 
Antipodean friends are also 
busy rewriting their successful | 
programming language, Blitz 
Basic, which was used to write 
Skidmarks amongst lots of 
other games (including the 
original version of Team 17's 
Worms, featured this issue). 
The new Blitz will be known as ABC 
(Acid Blitz Compiler... snappy title) 
and will feature “some 3D exten- 
sions,” as Simon, rather mysterious- 
ly, put it. 

“We've done a new manual, and 
we've been working hard on a 3D 
extension which will enable Blitz 
users to develop 3D games that will 
run smoothly in wireframe on a stan- 
dard A500. The same game will run 
using polygons on AGA Amigas, and 
on the Atari Jaguar all the polygons 
will be able to be texture mapped. 

“The key will be that the gameplay 
can be developed on any old Amiga, 
and the flash stuff can be added for 
console release once the developer 
has got himself a nice juicy contract.” 

Sort of ‘Blitz VR’? 

“Yeah, kind of. Mmmm, | like this 
plum bread. We just can’t get it over 
in Auckland.” 

Now it was time for me to ask the 
question I'd been dreading. Cleverly, 
| distracted Simon with a macaroon 
and then pounced. 

“So what's all this about the 
Jaguar? Are you going to give up on 
planet Amiga?” 

“Not yet,” Simon replied, swal- 
lowing hard. “Nice cake mate; look, 
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with a simple cable we compile code 
on the Amiga in Blitz, and download 
it to the Jaguar. We’re building com- 
mand libraries specific to the Jaguar, 
and converting existing Blitz com- 
mands so that any game written in 
Blitz for the Amiga will be able to be 
ported to Jaguar without too much 
fuss. The conversion of Skidmarks to 
Jaguar is of course the main objec- 
tive at present.” 

Of course Acid has yet to fill the 
PC players’ bath with its 
bone-dissolvingly good 
games. But Simon 
coughed to _ playing 

Doom and, rather more 
sinisterly, knows the 
exact size of the market. 
“Yes, there is a s**t load of 
money to be made,” he remarked 
casually — but | wasn’t falling for 
that nonsense. Surely, Acid will want 
a piece of this action? 

“Yeah. We won't be making any 
decisions until ABC with 3D is ship- 
ping, and we have an agreement 
with Atari regarding the Jaguar sup- 
port,” said Simon, firmly. “Then | 
think we might have to look at port- 
ing Skidmarks, and perhaps even 
Blitz itself across to PC.” 

| know what you’re thinking. He 
plays Doom, and he’s marketing a 
programming language which 
majors in 3D routines. Doom Amiga, 
perhaps? Please? 

“Mark (Sibly) has done a lot of 
messing around,” Simon revealed... 

‘Aha’! | thought, ‘another scoop!’ 

..."However as | said earlier, the 
market for AGA stuff is so small, and 
it’s not getting any bigger, so devel- 
oping a Doom game which, of 
course, would be AGA only is just not 
feasible,” explained Simon, bringing 
me back to planet earth. Well, that 
told me. 

“So money is a big issue for Acid, 
then”? | countered snidely. 

“Well no, | don’t own a car or have 
a mortgage. None of us do — we 
invest most of our money back into 
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keeping the business going, and any 
spare cash we blow on recreational 
drugs and drinking heavily.” 

Oh. Fine. Well, you might think 
that with this ‘lifestyle’ it’s a wonder 
that Acid ever manages to release 
any games at all. The secret, of 
course, is that because there’s no 
spare cash to play with they have 
nothing at all to do but program 
computers! 

“Ha, if people want us to keep 
developing, they shouldn't buy any 
of our software! That's a joke, obvi- 
ously,” laughed Simon hollowly, 
reaching for the teapot. 

Blitz Basic was launched with sev- 
eral games which showed off exact- 
ly what you can do with the soft- 
ware, including Cybernetix, and this 
new version will have a bundle, 
going by the name of PartyPack, car- 
rying some new stuff that the boys 
have been working on, including 
Center Court Tennis. 

“It will be on CD32 
and a s**tload of 
floppy —_ disks,” 
explained 
Simon in that ( 
way 


uniquely 
colourful 
these colonials 
have. “Sadly, it’s 
looking more and 
more like a non-prof- 
it venture, the way 
things are going, but along- , ° 
side Skidmarks 2 it is a very 
nice example of what peo- 
ple can do with Blitz. Got 
any more milk? Thanks. 
“So it’s not all doom 
and gloom,” he adds, 
pouring from a great 
height. “Well, it’s a bit 
of Doom, not much 
gloom and the rest is just 
work, work, work. If we 
sell as many Skidmarks2 
as we did of the original 
we'll be very, very happy.” 
Much as we would like 
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A Kiwi bloke with 
some crates of 
beer. And a small 
girl. Relevant cap- 
tion to an irrele- 
vant picture. 
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Simon to spend all his time writing 
games for us to play, he has, in fact, 
just started a family, so more and 
more of his time is spent with them. 

“The year of the family was last 
year, and | did my best,” he grinned 
sheepishly. “This year looks like it’s 
going to be year of the solo father, 
which is actually turning out to be 
very rewarding. Hey, I've got some 
pictures here.” Oh god. 

Er... meet Harley Armstrong 
(motorbikes are a big influence on 
Simon, seemingly). Hang on, is that 
a bottle of beer he’s holding? 

“Yup, he likes his beer. We all do, 
in fact. Not that we drink large quan- 
tities of the stuff...” Mark’s the one 
to talk to about drinking, by all 
accounts, but sadly a hangover has 
meant he was unable to join us for 
high tea today. 

“He was actually taking a break 

last | saw, and working on a Sen- 
sible basketball game. 
)We certainly admire 
those guys, especially all 
the money they are still 
making in the Amiga 
market. They are an 
inspiration to us all”. 


Er, yes, o. 


Another pot? 


Harley Armstrong with o 
his Dad's be 
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‘ve grown up with video games. 


It only seem s like 
I've been conditioned by the 
five ny oe Ss since ne pr vhishse es Bape 

scenes of fluffy violence in the 


ELSPA intrdduced New Zealand Story and Rodland, the 
the volunta ratings military carnage of Commando and 


1942, the blood and gore of 7700m! 
El aren pr - mputer and Total Carnage, and the night 
, et under 3 marish atmospheres of 3D Monster 
a ent lev- Maze, 3D Ant Attack and The Lurking 
& Horror, For over 10 years, kids like us 
have been able to buy games like 
these off-the-shelf. We've been able 
to choose the latest beat-‘em-up, 
ts simulation, shoot-‘em-up, 
tformer, adventure, trading 
ame, whatever. 
Now though, look away if you 
hate cliches, because that situation 
as About to change. The video games 
industry is about to undergo what is 
potentially the biggest single change 
in its history since the introduction 
of graphics. The British Board of 
Film Classification (BBFC), the 
official body which governs the 
classification of videos, is to 


a 


iy 
a 


attach the same age-ratings to 
computer games. 

On the ftace of it, this 
doesn't appear too draconi 
an. After all, only last year 
ELSPA, the games industry's 

own regulatory body, intro 
duced a system of self-reg 
ulation where all games 
covered under the agree 


PE ilar... 


ment were given a vol 
untary age rating. This 
meant that) parents 
buying games for their 
skids were given a ‘suit 
~ ability guide’, if you 
w ilike; but nothing 
Mm which was _ legally 
F enforceable. Apparently, 
our industry needed some 
. thing to sort out the ‘prob 
‘ lems’ seized upon by the 
media: children screaming 
a ‘sho-ryu-ken’ before kicking 
their brothers to a bloody pulp 
after playing Street Fighter 2, oth 
ers suffering nightmares because of 
the appalling scenes of violence in 
Mortal Kombat If, old soldiers up in 
arms over the mocking nature of 


_ Cannon Fodder. And again now, it 


- SUPERFICIALLY ADDRESSED 


would appear, with CF2. 

To say that this is simply scare- 
mongering on the part of an igno- 
rant press would be too easy: this is 
simply scaremongering on the part 
of the an ignorant press — see? 
Undoubtedly certain things which 
some people call ‘entertainment’ can 
and do cause some people to throw 
in the mental towel. In the 40s comic 
books were considered by self-styled 
moralists as a negative influence on 
the nation’s youth; in the 50s and 
60s rock & roll was the Devil's own 
music, according to some. Likewise 
in the 70s, films, videos and punk 
music, and with the 80s came the 
video game. The public are con- 
cerned, and the ELSPA rating was an 
unusually adult step for an industry 
barely out of rompers. 


SENSE A SHIP 

Ah, but, before the ELSPA rating has 
had time to have any effect, in 
storms the BBFC and starts waving 
a big piece of legislation at the 
industry. No more shall our children 
be subjected to the kind of scenes 
that people like me, and, I’m sure, 
you, have seen over the last 10 years. 
The next generation of video games 
players will not have the freedom 
which we enjoyed to buy whatever 
games we wanted when we wanted 
to (parents permitting). But don’t 
worry, mums and dads, your off- 
spring should still be able to watch 
every imaginable horror unfold in 
the name of vérité on the Nine ‘O 
Clock News every night. 

Keith Smith, formerly in the video 
marketing industry, and now Mar- 
keting Manager for Millennium Inter- 
active, agrees: 

"It's naive and ill-con- ¢ , 
ceived. A panic reac- » Gi” 
tion as usual,” he says, at 
firmly. “I feel quite 

strongly about this, 

because as a games 

publisher if we publish 

a gory game in the future we'll just 
make sure that there are no human 
images in it. It’s a nice try, but it 
costs a fortune for BBFC rating, and 
it really screws up the timing of the 


game’s release.” 

Other publishers also agree that 
there will be ways of getting around 
the BBFC rulings. Peter Molyneux of 
Bullfrog, whose violent futuristic 
game Syndicate would surely fall 
under the BBFC axe if it were 
released today, has seen the results 
of censorship in Japan: 

“People will always get around 
the censors. In Japan, for example, 
there are computer game magazines 
which regularly print pictures of 
naked young girls. The censors 
banned magazines from printing 
pubic hair, you see, so some bright 
spark got around it by printing pic- 
tures of 10-year olds. And then you 
get outbreaks of paedophilia, of 
course!” he laughs. “Japan is 
very odd, though. 

There’s the lowest 
crime rating, and yet 


they have very little ~ "S% 
censorship.” < 
However, despite dis- 


agreeing with the new system, Smith 
does advocate some form of classifi- 
cation: “The idea in principle of cer- 
tification is a good one,” he says, 
“but you can’t apply the same rules 
to games as to film. | defy anybody 
to tell me that just because some 
bloke played Mortal Kombat, he 
walked down the road and shot 12 
people. And to cap it all, we haven't 
been consulted as publishers to find 
how we feel about it.” 

But not all games will be awarded 
an 18 certificate. The BBFC rating is 
not intended as a replacement for 
the ELSPA system. The two will run 
concurrently, and the BBFC will only 
rate games which the publishers feel 

may require a_ rating; 

4 meaning that some 
sneaky publishers could 

@ try and slip their games 
through the ‘green chan- 
nel’ and avoid ratings 
= altogether. But they 
“© would then risk an 
unlimited fine, and up to 

two years at Her Maj’s 

__ Pleasure. And in the cur- 
“rent climate, where 


3 newspapers pick up 


eye" 


on the most trivial of immoralities 
within computer games, | can’t see 
many slipping through the net. 

Not all publishers are against the 
classification, though. Susie Hamil- 
ton, PR Manager for Core Design, 
agrees with the BBFC taking a firm 
stance: “Publishers should be respon- 
sible for the software that they pro- 
duce, and if they knowingly publish 
games which contain violence that is 
known to be unacceptable, then be it 
on their own heads,” she says. “As 
CD-ROM games are now so similar to 
actual movies, | don’t see why they 
shouldn't be rated in the same way.” 

It must be true, of course, that this 
new ratings system has_ been 

installed mainly because 
of the advent of CD- 
ROM. This method of 
storing huge quantities 
of sound and graphics 
data has meant that 

film-quality images and, equally 
importantly, dialogue, can be used in 
video games as easily as sprites and 
sound effects, which has given birth 
to a new game, and | use the term 
very loosely, genre. 

“| think products like Voyeur and 
Night Trap are getting a bit near the 
knuckle,” says Peter Molyneux. “I! was 
quite worried recently when some 
people suggested that an idea | had 
for a torture simulator was quite 
good!” Apparently the game in ques- 
tion would involve getting informa- 
tion from a prisoner by applying var- 
ious methods of torture. The more 
information you get, the more points 
you score. Nice. “That sort of thing 
would be more influential than a 
video,” he adds, “because you could 
actually take part in the violence. 

“| don’t agree with censorship,” he 
continues. “You end up with 
things like... remember the A- 
Team, where nobody got 
blown up? And then 
you've got the other — 
end of the scale. | 
remember watching Br 
Reservoir Dogs, and feeling ‘ 
physically sick when that . 
bloke cut the policeman’s : 
ear off. Now, | think that aa 


Pl 
~.™,,, do to stop them, so the whole 


> 


people are far more likely to act like 
George Peppard, coolly blowing peo- 
ple away with a big gun, than some 
bloke slicing an ear off to the strains 
of Stuck in the Middle (With You). 
And yet which one will you find on 
TV? You must be pretty weak-willed 
to be influenced by a game, though.” 


EGG & CHIPS 


But the main thing that concerns me, 
something which makes me think 
that the BBFC system simply won't 
work efficiently, is the piracy prob- 
lem. In the video industry, piracy is 
rife. Take a quick stroll down Leather 
Lane in Farringdon, London, and 
you'll invariably pass shady men 
standing behind opened suitcases 
displaying their ill-gotten wares: not 
only recently-released titles like The 
Lion King, Speed and True Lies, but 
also films which will prove difficult to 
get legally on video, like Natural Born 
Killers (which had only just received 
cinema classification in the UK at the 
time of writing), Reservoir Dogs and 
Pulp Fiction. All for the standard price 
of £5 per film. Bargain. 

With piracy equally popular with 
computer games, you know what 
will happen: Mortal Kombat Ill, Doom 
lil, Super Street Fighter 3, and their 
morally-unsound equivalents will 
receive an 18 rating, meaning adults 
will be able to happily walk into Level 
One and buy them. Kids will not. But 
that doesn't mean that the children 
won't play them; because no matter 
how well the BBFC and ELSPA police 
the sales of video games, there’s one 
area that they will never be able to 
cover efficiently: playground piracy. 

Which means that, effectively, kids 
who want to play the next genera- 
tion of violent games will play them. 

And short of educating their parents 
efficiently, there’s nothing we can 


' idea of enforced ratings becomes 
redundant. Adding ratings to 
computer games will just mean 
that fewer people will buy them, not 
play them; and the government's 
well-meaning, but seemingly ill- 
thought-out move could just 
ruin our industry. (@) 
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GAMES CHEATS 1.4 EMULATOR — MIN BERGROUND > perry pisk _—POST & PACK 


ON ALL NEW ORDERS ae, . SD ON ALL NEW ORDERS 
PLATFORM GAMES ARCADE GAMES TETRIS & COLUMNS BRAIN GAMES 


HAT VU y qr) 3 ARC AI ) 47 


' AVAILABLE 
; Now! 


The ultimate Gravity, Racing, 
Shoot'em Up for the Amiga 
A1200/A4000 See Pages 


Main Features: 
6 Huge addictive raytraced levels 
4 Different user configurable ships y | 


Improved gameplay he of; 
Upgraded CPU player (IQ++) \ Fo 
8 Different front guns ~ 
8 Different missile type weapons \ A ( 
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9 Special Powers 

6 Different engines 

Megacool graphics, music and SFX 
Fullscreen game mode (Against CPU) 
Active background (wall cannons, gravity fields etc) 


2 player joystick support |Full version £10.50 including 
2 button joystick & CD32] P&P - Demo version £1.50 in- 
control pad support |cluding P&P. Send cheques/ 


User definable keyboardjP.O’s to Exclusive PD, 7 
Quit back to DOS option Beresford Close, Waterlooville, 
HDinstaller included = [Hants PO7 SUN 


APIDYA NOT Al © 662 Al2 MAD FIGHT! © 443 SLAM BAL HINTS & CHEATS 
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DISKS COST £1.25 EACH, NO MINIMUM ORDER, ALL VIRUS FREE AND USER FRIENDLY 
All games are on | disk and run on all Amigas unless otherwise stated 
| PICK AN EXTRA DISK FOR FREE WITH EVERY EIGHT DISKS YOU PURCHASE | 


UNDERGROUND P.D, 54 CARMANIA CLOSE, SHOEBURYNESS, ESSEX SS3 9YZ. Tel: 0702 295887 

{ Name Telephone 
Address 
i Postcode 
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50 TOP AMIGA GAMES BUS STOP 
rors cata 


FOR ONLY £12.95 POSTPAID !! 


CATALOGUE WORKSHOP (2) PET SHOP BOYS 
JESUS ON E'S (2) 


ICON 
GRAPHICS RIPPER 
ELECTROCAD LAWNMOWER DETH (2) 
EMULATORS BA S MERCILESS 
SID V2.0 IZMASTER NAPALM DEATH 

3 TOMCAT K.D. LANG 
MED V3.2 ATOM SMASHER MY WORLD 
OPTICOMMS CATACOMB MISERY 

OFFICE CARD GAMES SIMPLE MINDS 

UTCHER TETREN SWEET CHILD 

CARTOON BRUSHES GHOSTSHIP JACK DEE 
P.S. FONTS BG) POD THE UNFORGIVEN (5) 
TYPE 1 FONTS (5) TENNIS LSD DTORY (3) 
D LOCK FING 


STRIKE 10 PIN 

RIM DATABASE 

ISN OLYMPIAD (2) 
OBLIVION 
SLAMBALL 
ARTKILLERUS 
SERENE 

VISICALC ESCAPE 
CRUNCH AND COPY NEIGHBOURS (2) 
ST. MODS (10) SKYFLYER 

JCGR TOTAL WAR 
ee ma 
QUALITY CLIPS 5) BACKGAMMON WATERSHIP DOWN 
SCTAMED MODS 5) SEA HEIST DRACULA 
AM MICROMARKET SHARRON STON 
SPECTRUM EMULATOR V17 MA MEN OLYMPICS (2) YABBA DABBA 
SPECTRUM GAMES (8) BILLY BURGLA GIRLS OF SPORT 
BEGINNERS BENC S$ PAULINA 
NO ERRORS MOVIE STARS 
ABC PHDISK ROBIN HOOD 
1200 FIXDISK 


CASHE® FERRARI 
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All dis sks will work on any Amiga unless otherwise isks 90p per dis 
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VCHESS aa 
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Tel/Fax 0702 546796 A DISK _ for postage and packaging TYPING TUTOR STUFF 
O585 348786 For every 10 disks ordered choose 1 free Cheques/Po's to NJH Ayo (5) + hyd OF WARLOCK (3) 
\ LIL TT LES GAMES DEMOS 1200 UTILS 1200 GAMES MUSIC RIPPERS GOBBLERS 
Lottery Predic Black Dawn 2 CCCP Denk Spectrum Em AGA Stones AGA SKICK 100 GAMES (7) 
EPU Disk Sta che ! Day at the Races Insane Derm Movieguide (2) Mad Fighter 2 (3) 
Spectrum em v2 sort ( 1200 Diagnostics Cybertech Corp (2) 
' Mac! hive Channel z 6 mag (2) Bazza And Runt 
Attach Kick 1.4 Zatzooie 2 AGA PLEASE STATE OVER 18 P&P INCLUDED 
Rockily (2 Andy WB3 Uuls Bacman AGA CELE 
Noice WB3 Backdrops Zombies 2 
omobile Cappella Magic WB (hard drive) HOI! AGA Remix TH 
World Team Speedway Cindy Crawford Slides (2) Magic WB Extras AGA Megaball 3 SUPER GIRLS 3 
Raise the Titanic Pha-Q Action Replay 4 Pro AGA Tetris SEXY DROIDS 
o The 2) 2MEG Demons Rage ; 1200 HD Prep acu BEYOND FORCE (2) 
rs ( Seven Seas Art ( 1200 DEMOS londike 2 (3) (hard drive SEXY DREAMS 
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Lock Pick 2 attle Cars 4 Desert Dream (2 ey tog EDUCATION 3) then we may have it, you never know. 
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Hard Drive Utils oard Games Rave Attack 2 — > Word Geography 
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Worms 
The secret of the Worms is at last) out... ehicuntetaiads bcbas mania sitar 
Andy Nuttall (along with the maj osc dke OF ns iternetes a moat 


Davidson (Graphics, 


Emap Images) investigates the fin nest 5 


Programming and, er... 
everything else) 
Sept 1994 DYNAMITE € 8) 


ees eheinen some cn mathe Minas Sadie tg ee ny mg pe 
Autumn ‘95 [Rees Stes 
Here’s Soapy the worm planting 
dynamite in-between Spaz and 
Flipper, hoping to nobble both. 
Notice the tiny Lemmings-like detail 
on the characters: “I've never drawn 
things on paper, really,” says Andy. 
“| doodle and do everything on com- 
puter using DPaint. I've always 
been really impressed by the 
Lemmings graphics; the way 
they pack so much detail into 
something so small.” 


hat we said, you know, 
back there on the cover; 
that was no exaggera- 


tion. Alan Bunker, Team 17's PR bloke, 
has made the trip down from Wakefield to Lon- 
don three times to show us his Worms; the first to 
show it off, but the second and third because we did 
the telephone equivalent of getting down on our 
knees and begging. And not just us; PC Review's staff 
have joined in the fun, as have PC Games, C&VG, and 
sundry other people from our building. 

Worms is the brainchild and sole work of Andy 
Davidson, a programmer who was bitten by the B/itz 
Basic bug a couple of years ago and started pro- 
™ gramming a game that he’d dreamt up. To him, 

| it’s now become a “labour of love.” To us it’s 

a game which we just want to play and play. 
"| first remember having rough ideas 
me about the game, going back about four 
™ years now,” recalls Andy. “It was after the 
See old... oh, you know, the Tanks game, but 


~~. 
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| SSiusapsithoaght & i aiedeita ia ier 
to have little ‘properly controllable’ 
things” which. you - ste move 
around. Tanks got a ttle bit boring 
after 


around would mak e 
“interesting, ’| thought.” yas 

~ Remembér. Tanks? Two. tanks 
“(Rather, iously — Harry.),. posi- 


on: either side. of a Jarge 
“m ntain, equipped with shells, hav- 
gto negotiate ‘the effects of wind 
“4 and gravity to fire the shells in turn 
. over the hill and blow the opponent 
~ tosmithereens, Its simplicity was a 
» strong point, ‘meaning anybody with 
~ half'a brain =~ yes, even Mate, - 
could pick it up and play it. - 
~ Andy wanted the | Hittle things’ in 
his: game to be highly manoeuvrable 
— to be. able to jump and dig — so 
~ the original tanks were decommis- 
-sioned. He then had to think of an 
» unusual character, and given that the 
" sprites he planned were only about 
: as big as the original Lemmings, he 
wanted a rec 


‘ognisable,shape Which 
_awould bé @asily animated, He 
basis: for Worms. was born. ~~ 


, the 


the idea for th mresosseae draw- 
_ ing. them,” ane it es 
. of snot alled from ¢ th 
~ Althodgh he'd had the i 
Beh, PF cartice the main. inspiration. | 
as a competition in Amiga Format 
Pi aeiwnite a game using Acid’s Blitz © os 
2 ‘Basic compiler | (See page 20), which 
had just appeared at the time. Sage 
ie . “Some of it’s in Blitz, but some 
of it’ 's ‘in assembler,” explains Andy. 
yon ‘entered it into: the competition. & 
“last February. ‘And it didn’ t win, 
~ which,was rather gutting. So ‘then, 
~ atthe ECTS [the games | industry’ s 
trade show] last September, | took 
~itrto show : some. software publish- . 
ers, Team. 17 were top of the list, so 


~ewt 


| went to see them first. They just 
stuck it on for five minutes, and 
then said ‘do you want it 
published?’. That was quite a good 


_ day.” I'm not surprised. 


Showing his new game off to 
Team 17 was made even more diffi- 
cult, because it is typical of the type 
of game which must be played to 
be appreciated. The worms them- 
selves are cute, but it is easy to be 
put off on first sight, in this age of 
stunning rendered visual effects 
and digitised graphics. 

The reason Andy went to see 
Team 17 was that he'd had an 
Amiga since 1987, and in that time 
had seen that it was the company, 
above any other, that put the 


Amiga first. Being a great Amiga 
fan, it was his natural choice. “It 


was very important to me that | go 
with a company that likes the 
Amiga. All the people who are 
knocking the Amiga should remem- 
ber that it’s the only machine that 
people who have ideas can use to 
turn them into games.” 

Andy's been a programmer for 
some time, originally messing 
around on the machines of the 
early 80s. “Yeah. I've always 
fiddled, since | had a Spectrum and 
a Commodore 64. I've wanted to 
get a game published for years, but 
this is the first time I've really gone 


_ for it. It's a question of knowing 


that your idea is good enough to 
be published.” 


TOTAL WORMAGE 


Worms is infinitely more personal 
than the old Tanks game, not 
only because of the cute 
characters, but also 
because you can name 


each worm on your “A hs —. 
a oes 
A, - a . - 


team individually. “My 
team usually goes: 
Joanna Lumley, Cook- 
ie Monster, A Banana 
Fish... mainly Sesame 


FIREBALL 
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IN PROGRESS 


Street characters,” 
laughs Andy. “There 
can be up to four 
players, with four 
worms on each team, 
you see. The names 
originally went in 
because we really 
wanted to have more 
than one player on 
each team; but then 
people started to put 
stupid things in like 
members of the Royal 
Family; and it seemed 
like a good idea to 
keep them in. The 
Queen Mum's a par- 
ticularly good worm, 
incidentally.” 

Before he took the 
game to Team 177, it 
was all his own work; but he admits 
that despite having a lot of good 
ideas it has improved with the com- 
pany’s involvement: “I originally 
thought that it would work quite 
well, but it’s been playtested to 
death at Team 17, and a lot of 
things have happened more by acci- 
dent than anything else. There are 
lots of features which went in just 
for the hell of it, to see what they 
would be like, and they worked. 
Like the worms rolling down hills, 
for example. That went in by acci- 
dent, and now it’s an integral part 
of the game. It just ended up ina 
quite a nice state.” 

The multi-player aspect of Worms 
is something that was there from 

the start, though; 


KAMIKAZE 


SS Laren 


Above: “We've got quite a weird 
sense of humour down here,” admits 
Andy, when confronted with the 
‘Kamikaze’ worm. If a little ‘un is get- 


] ting a bit low on energy, and there 


are a few worms on the same level, 


you can activate the Kamikaze. Watch 


him tie on his bandanna, scream 
‘Banzai!’ or something, and then kill 


himself, and a load of other worms in 


the process. 


Left: The thing that really amazes me 
is that Worms has worked so well, 
given that it’s Andy Davidson's first 
game. “I've always had the ideas for 
the game, and it just got to a point 
where | thought ‘I need to do this’. | 
just went for it, because | was run- 
ning out of time, and | thought if | 
want to get it published, | had to do 
it now.” A tip for all you budding 
programmers out there, perhaps. 
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This grenade, which can be switched to high 
bounce (exactly what it means) or 1, 2, 4 or 5 sec- 
ond fuses, shows exactly how a number of worms 
can be bounced around the screen, even though 
you might only be able to physically move one at a 
a time. “The game needed small worms,” 
Andy, “because there are up to 16 worms moving 
around on the screen. 


3 SECOND, LOW ‘ROUNCE 


BINT 


explains 
” Take that! 


Andy's a big fan of multi-player 
games. Especially Dynablaster: 
Bomberman, often considered the 
best multi-player game of all, and 
one which bears more than a pass- 
ing nod to Worms. 

“There are never enough multi- 
player games,” admits Andy. “Nor, 
indeed are there enough stupid 
games. | just want to create not 
only a good, silly, multi-player 
game, but also one which will be 
different each time you play it.” He 
claims that there are a million pos- 
sible levels in Worms. Each is gener- 
ated from a complicated mathe- 
matical equation, which uses a 
pattern of six digits (between 0 and 
999,999), called a ‘seed’, to gener- 


Below: Pity poor Arse, with his 
measly 30 points of energy. But also 
pity Soapy, for although he’s sitting 
resplendent with 100 energy points, 
he’s in a very precarious position; 
especially with Bungle, having bro- 
ken free of the clutches of Geoffrey 
and Zippy, getting ready with his 
Bazooka... Water means instant 
death, you see. 
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You might notice, from this screen, 
that the game was originally called 
Total Wormage. “That's the working 
title,” explains Andy. “If we left it in, 
the Tota/ Carnage people might get 
a bit offended by it. I've got quite 
attached to it, but we think Worms is 
much better. | really want people to 
phone up shops and say ‘Have you 
got Worms?'!” 


ate the entire landscape; and the 
number can be used to generate a 
particular level again and again. 
This means that you can even input 
personal numbers, say your birth 
date or lottery numbers, which 
make a personal landscape. 

“There are only 55,000 levels in 
the version you played,” Andy says, 
much to my disappointment. Just 
55,000? “Yeah. Somebody in Team 
17 was playing it, and the program 
drew the same level twice; so | 
went back into that part of the 
program and 
extended it a bit.” 

The numbers in 
the level codes also 
determine which 
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WORM DRIVE 


Worms is in a very playable state 
now, a fact which The One can tes- 
tify to, having lost a good couple 
of days’ work ganging up and try- 
ing to beat the 
hell out of little 
Basil Brush, 


type of terrain it Mum's a Danny Baker 
uses, from snowy - and Jonathon 
Arctic to a rocky, low- particularly good Ross, the Worm 
gravity Mars ‘scape. wor. army of Team 
“There'll also be a ; 17's Alan. But 
War level, with Spit- Andy Davidson, having seen the 
fires sticking out of Worms creator. wish-list that 
the ground, and trenches. The land- exists for 


scapes now begin with mines on 
them, or you can choose to lay 
them yourself, but the War levels 
will begin with even more of the 
mines around than normal.” With 
the Forest level that makes four 
different types, a number which 
suits Andy at the moment. 


Worms, there’s still a heck of a lot 
of work to be done. 

With the landscape generator, 
the missile projection routines and 
the wind factors, there's already a 
lot of mathematical know-how in 
there. But the most difficult is to 
come: “We're going to have Bat- 
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ropes and Bungee ropes in there, 
which you can fire at a part of the 
landscape and use to swing across 
things,” enthuses Andy. “That's 
going to require an accurate rope 
routine.” There’s also to be a cus- 
tom sample routine, so that anyone 
equipped with a sampler can 
replace the existing cries of “die!” 
and “you'll regret that!” with... 
well, something more appropriate. 
But something which Team 17 
would never get past the censors, 
of course. 

Other new features, dreamed up 
by Andy and the members of Team 
17, are: Airstrikes, mines, cluster 
bombs, Uzi Imms, worm 
‘birthdays’, finishing moves, action 
replays... we’re talking a lot of 
work yet. So despite Worms as it 
stands being relatively bug-free, 
very playable and a damned addic- 
tive game, you're not going to be 
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able to buy it until later this year, 
most likely September. And, annoy- 
ingly for us, Team 17 won't let us 
keep a copy for us to play. Gits. 
Does anybody know if we can keep 
an A1200 on for six months? 


DYNAMITI 


Dynamite is probably the funniest 
weapon (back, old soldiers, back!), 
simply because dropping a stick on 
an opponent's head and then 
running causes a ridiculously high 
explosion, while your enemy leaps 
into orbit. Like this little guy, here. 
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"Alien Breed i is as ‘much a part of Paige Amiga’s history as Bone phrase “gone into liquidisa- 
2 tion”. Just when you thought it was safe to creep around deserted colonies on distant 
- planets, here come more of the acid-dribbling gits. And in glorious 3D too! 


, Alien breed 3D ra 

. : Team 17 ee Sir, I suspect I have very 
(ERROR eee e wee ees eee EPS OS Pe ir Seer er rT eee) Se ebeeeeeeres little time so I shall get 
‘In-house: Andy straight to the point. I will 


“Clitheroe (programming); Mike 3 

~ Oakley (graphics); Bjorn Lynne 

_ (sound); Kenny Grant (project 

~ manager); Mare Brown (bullying 


and drinking). 
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explain the function of Osiris 
later, but for know, 
to know this. 
under the control of a hostile 
alien force. Defence systems 
also hostile — —- all 
systems inoperable or hos- 
tile. There is no hope of res- 


you need 
Osiris base is 


cuing the situation, the only 
— — option is to 


destroy the site from orbit. 


- Danger of contami- 
nation HIGH. 
Believe me General, 
sending troops here 
would be a suicide 
mission. Please, for 
; the sake of mankind, 
“~~. ‘destroy this place 
be utterly and let no- 
< “one approach the sur- 

face. Oo-ah! 


nd so it is, that we once 
again find ourselves looking 
forward to yet another 


Alien Breed adventure. Of course, 
though we've recently received what 
| consider to be the best of the series 


is 


Wwe 


i. “fs in the form of Tower Assault, it looks 


as though the Team 17 folks have 
surpassed themselves this time — 
with Alien Breed 3D! 


: . Team 17 hadn't actually planned 


to continue the Alien Breed series 


ieee nes beyond Tower Assault, but Martyn 


Brown, Team 17’s tip top fella’, had 
other plans: 

“I'd always wanted to do some- 
thing in 3D on the Amiga, but per- 
sonally thought it was unworkable.” 


* 


me RBS _... Thankfully, Martyn then met some- 


one on the Internet by the name of 
_ Andy Clitheroe, who said that he had 
-_a3D engine running smoothly on an 
’ _ Amiga. Thus an idea was born... 
et The continuation of the ‘INCOM- 
+ ING MESSAGE’ goes on to lay down 
1e plot for this alien-bashing extrav- 
_aganza, telling of how a low-securi- 
_ ty facility, Osiris base, found an alien, 
buried deep underground with a 
_ belly full of dormant eggs. It all gets 
pretty predictable at this point, with 


the scientists 
sodding around 
with the _ infant 

aliens’ genetics, result- 
ing in tons of enormous buggers 
running amok and killing everyone, 
etc. etc. 

And so it was that Martyn invited 
Andy over to his house to demon- 
strate his engine. He brought over 
something that was very rough, and 
things just developed from there. 
With a bit of corner cutting and 
some pretty sensual coding, things 
looked promising — the only real 
bitch being the need to use the cop- 
per set to emulate the PC’s chunky 
byte-per-pixel mode, leaving the dis- 
play a little ‘pixelly’. Martyn explains. 


Above: Though not visible here, the final version of 
AB3D will feature on-screen weapons. Each has a 
different appearance and a different sort of shot. 
Here we see what | like to refer to as a ‘blue blast’ 
which, I’m sure, will be very handy in a number of 
situations. But then again, what do | know? 


“| think Amiga owners must swal- 
low the fact that this is the only way 
it could ever be done at speed — | 
think you soon forget about it when 
you're involved in the heat of the 
action anyway. Andy has been amaz- 
ing; he would bring a version that 
ran at so many frames per second, 
and then a week later would bring 
another one that made the first look 
like crap. We all secretly think he fin- 
ished the game months ago and is 
just bringing periodic updates to 
prove he’s worth the money.” 


SPANNERS AHOY! 


Of course, if you want a more 
detailed analysis of this clever 3D jig- 
gery-pokery, Kenny Grant, project 


MUMMY! I'M SCARED! 


ne of the special features 
mentioned on Alien Breed 
3D's press release is some- 


O 


thing called ‘Real-time inverse-kine- 
matic objects’. 


| had planned to 
hold a competition to find out 
what this meant, but Team 17's 
Alan Bunker was kind enough to 
help me out. What it actually 
means is that the aliens in the 
game are based upon actual mod- 


els, rather than just being a set of 
sprites. Within the game this will 
produce much more realistic move- 
ment as, for instance, if an alien 
reaches out for you, his body will 
respond realistically (i.e. shoulders 
turn, joints extend, etc.) Compared 
to the likes of Death Mask, this 
should make a tremendous differ- 
ence. not to mention being quite 
damn scary! 


manager, is your man... 

“Accomplishing the task of get- 
ting the 3D engine working at a 
decent frame rate on at least a stan- 
dard A1200 has been a bit of a bat- 
tle,” Kenny explains, “but as the pro- 
ject started to grow, so did testing 
ideas, one of which was to use rather 
clever timing routines and go 
through relatively small sections of 
the code finding loopholes and 
redundant code areas. 

“For example, back in December 
the ‘line of sight’ (LOS) algorithms 
(routines that work out whether an 
alien can see another alien or the 
player) underwent major surgery 
when it was found to be operating 
at a ridiculously slow pace. To put all 
this into perspective, imagine 16 
raster lines of time were found to be 
used just to calculate whether a 
creature could see another. 

“Now place ten creatures on 
screen, each of which can see 
nine other creatures; therefore 90 
operations of the LOS routine = 
1440 raster lines = five frames!! 
Five bleedin’ frames just to work 
out what ten creatures can see! [Dis- 
claimer: The One would like to make 
it clear that they, under no circum- 
stances, understood any of the 
above — The Management.]. 

“And what if they were to see bul- 
lets and dodge them? A nightmare 
scenario, but one to be addressed. 
The following weeks brought a new 
improved LOS routine which worked 
out to be around ten times faster, 
and allowed for loads of aliens, all 
aware of each others whereabouts, 
and gunning for the kill. Excellent!” 
Well, yes. Quite. 

Fairly unsurprisingly, the main 
source of problems for the develop- 
ment team have been. speed 
changes. While attempting to 
improve the speed, they found 
that even when a 
‘zone’ was off-screen, 
the calculations for 
the floor points 
were still performed 
as if the rooms 
were in plain sight. 

A bit of recoding 
went on to 
solve the 
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problem, but after including a few 
flights of stairs, the speed dropped 
back down again. 


Martyn claims that the biggest prob- 
lem hasn’t been to do with the prod- 
uct, as much as stomaching all the 
other companies claiming to have 
THE Doom game for the Amiga. 

“We've seen them all... and 
laughed! To be a Doom game it has 
to have full 3D buildings, any-angle 
walls, FULL texture mapping on walls 
and ceilings, and decent gameplay.” 
Kenny agrees, targeting the recent 
Death Mask as an example (well, 
more of a punch bag really). 

“Look, this is my opinion and not 
the general opinion of Team 17 or its 
members, but Death Mask is crap. 

Why? Well, the control mecha- 

nism is so restrictive, and 

only allowing the player to 
move in one of four fixed 

locations is absurd for a 

product claiming what type 

of game it is on the front 

box. AB3D offers true 360° 
rotation, which works incredibly 
well and is now up to speed. We 
hope to offer various control meth- 
ods such as the mouse and keyboard 
pads. | personally love the mouse 
control method as you get a real feel 
of running away from the aliens as 
they chase you — with you wildly 
running your mouse and trying to 
blast the mutha’ away!” 

Martyn adds his bob’s-worth, only 
with, er... a little more enthusiasm. 
“Death Mask is a load of b... [Snip! 
Try “rollicks” instead — Andy.] We've 
seen nothing that texture maps 
everything and boasts all the fea- 
tures that our engine does. We could 
have released a simpler version 
about three months ago, but the 

final version is going to 
be amazing.” 

It's obvious that the 

team believe they 

have an absolute 

winner on their 

hands, but = are 

there any particu- 

lar achieve- 

ments they're 

proud of? “The 


Hello, hello and (as always, might | venture) hello! 
This is what we’re really interested in — A GUN 
As previously mentioned, there will be a num 
ber of nice guns in the finished AB3D, eat h 
with a specific use and ammo type. | don’t 
actually know which one this is, but hey! let's 
imagine it’s some sort of cannon With this in 
mind, I reckon it's the sort of thing you'd 
want want if there was a really long corridor 
filled with aliens. (You really are struggling, 
aren't you — Andy.). Yes, |! am 
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Phew! That was close. Just for a while there | thought | was going to 
have tons of grabs with no captions. Static shots don’t exactly do 
AB3D any justice, but at least there are a few things here to talk 
about. As well as aliens, there are a number of other nasty ‘things’ out 
to eat your head. This would appear to be some sort of walking 
mechanoid (quite good that, | thought). I’m sure I ¢ ould quite happily 
shoot this bugger, but then again, would | want to risk obliterating 
the rather scrummy looking medipac? Hmmm, such a quandary 
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Right: Rather attractive this grab, | 
thought. I'm not one hundred per- 
cent sure, but I think this is an enor- 
mous planet floating around in the 
background to one ofthe levels. It’s 
certainly one of the more exciting 
grabs on the page, but. then again, 
less ismore. Or something. 


water routines have to be seen to be 
believed,” pipes-up Kenny; “they 
look sooo nice. When an object is 
placed under the water, true refrac- 
tion of that object will occur, This 
not only works brilliantly, but looks 
stunning too. Other great things? 
Well, we found that because of the 
way the engine was written, it 
became speed independent, which 
basically means that when the 
engine was run on a standard 
A1200 the speed was (to be 
honest) remarkable, but 

when we added fast RAM 

— Wow! Did that baby 

fly! A 50MHz accelera- 

tor was brought in and 

the speed just began to 

look stupidly fast, yet 

smooth as honey.” Yum. 

And how has it been 
fitting all of the aliens ete. 
into the Amiga along with the 
engine? Again, Kenny (like Smar- 
ties) has the answer... 

“A tricky question: Initially our aim 
was to include.at least eight differ- 
ent creatures, but at the moment 
memory is the obvious commodity 
we have to watch out for as AB3D 
has to work on a standard 2Mb 
Amiga. Certain trap ideas’had fo be 
taken out to make room, while vari- 
ous other ideas were either too 
ambitious or impractical after taking 
into account the remaining devel- 
opment time. | don’t really want 
to talk too much about this sub- 
ject as it’s like knowing what 
you've just lost out on after 
playing Bullseye!” 


SMASHING SUPER 
GREAT 
With all this having to be lost, do the 
team still think that the Amiga is a 
viable machine for this sort of game? 
Martyn shrugs. “No, .not~really, 
whichis why we're pretty chuffed 
with Breed 3D. We originally planned 
todo Breed 3D on the PC about one 
and a half years ago, but then Doom 
came out.so we scrapped it — real- 
ising that: anything that. followed 
would have to be pretty special. It’s 
ironic that now AB3D 

is on the Amiga when 

we thought it was 
completely 
unworkable. “| 
don’t know. what 
we'll do in the 
future, but | 
doubt that a 


plethora of 
good. tex- 


Left: “Take that you empty door!” Bang! Blam! “Die 
you mutha’ sucking empty entrance!” Ooghya! 
Wham! “You will roast in the pits of hell as you 

er, doorway you!” [Disclaimer: The 


should, you... 
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Doom? 
| WHAT'S DOOM? 


e always refer to a 
certain game when 
Te talking about 3D 
gam es, but what. exactly is 
}Doom? Weil, Sput simply, it’s 
about the most atmospheric 
game that's ever been seen on 
inePC, and has, since its arrival, 
Spawned a thousand clones. The 
Tfirst commercial effort on the 
Amiga’ was Death Mask 
(although by the time this 
appeared, Doom 2 was already 
Pout on the PC, cashing in on the: 
hype). Death Mask managed to } 
Score 58 per cent, but really just 
} proved that you need more than 
fa 3D engine to make a good 
| game. So will AB3D avoid this 
Stake? Only time will tell. 


| : Death Mask has a fairly 
. slick 3D engine, but repetitive 


ad 
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One would like to apologise for the flimsy, transpar- bosom play makes it a tad 


ent captions that have accompanied this feature. 
The author in question has been relieved of his 
duties, and normal service should be resumed shortly. 
Thank you. — The Management. ] 


ture mapped 

games are likely to 

appear, especially at the somewhat 

lower resolution you have to work 

with when using this type of spe- 
cialised 3D engine.” 

And would you run screaming 
from another project like this on the 
Amiga, or would you welcome it 
with open trousers? 

“Who can say?” quips Martyn, 
“Besides, my trousers are always 
open... | can’t get strong enough 
flies. | suppose you have that prob- 

lem as well, Matt.” Er, quite. 

Ahem. Perhaps | could address 

that question instead to Kenny... 

“Personally, | would welcome 

any game of this genre, preferably 
on a more powerful machine 
though. The Amiga is a good plat- 
form to work on, but when ideas 
start flowing and | want to start 
doing weird, intricate stuff like 
smoke routines or laser fields, the 
Amiga just can’t handle the task the 
way | want it to be handled — hence 
the reason why AB3D is AGA only.” 

There’s still a fair amount to be 
done with AB3D, such as a complete 
overhaul on the graphics, panels to 
be added, sound effects, weapons, 
on-screen guns, mapping, and other 
miscellaneous bit & bobs such as 
puzzle constructions etc. but Kenny 
feels that the most important thing 
left to be done is to let the world 
know that they’re on their way! “The 
public need know one thing..... 
NOT purchase any game of this style 
until you see AB3D in action. If you 
choose to ignore this message then 
you'll only have yourself to blame!” 
Er, right you are, guv. @ 


us in the long run. There’s 
@ Severe lack of weaponry, and 
ihe enemies are fairly nasty and 
} pixillated as well. Damn. 
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eft and below: Well this is what 
the fuss is all about — Doom. 
These shots are actually from 
“Doom 2, but show the general 
Style of the game. There’s lots 
ox running around, lots of 
ns, and lots of killing. Some 
argue that this sort of game 
EP will only work on a fast PC, 
"but then there have been a 
"Humber of crap contenders on 
othe PC, proving that it’s not 
)gUSt speed, but design and plan- 
nin ng that make the game great. 
a luck, Alien Breed 3D! 
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Telephone Orders: ITEM PRICE 
10am - 7pm Mon - Fri, 10am - 4pm Sat - Sun ITEM PRICE 


Answering Service at all other times. | IrEM PRICE 
Callers by appointment only. POSTAGE 
All prices include VAT & Postage for UK Mainland. Add £2.00 tp postage price TOTAL 

for Europe and £3.00 for rest of the world. 

Next day service available £3.70. Please send cheques / PO's payable to: 


SOFTWARE FIRST, 8 BUCKWINS SQUARE, BASILDON, ESSEX SS13 1B. 


Please allow sufficient time for cheque clearance. Credit cards are not charged until day of despatch. Please state make and model of 
computer when ordering. 


If you can't see what you want please call, new stock arrives daily. Expiry 
Some titles may not be released at time of going to press. Date: 
We supply only Official UK product. Formats supported include Amiga, PC, ST, Master System, Megadrive and Game Gear. 
All prices subject ti change without notice. All items subject to availability. E & OE. 


| enclose a cheque/PO made payable to 
Software First of please debit my Access/Visa: 
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Sprains finds The | 
One's freshly waxed 
Welsh dresser and 

‘ \ Sele > 
roue squirming at 
“the feet of someone 
‘who may, possibly, | 
. beabout to release a 
game, which might, 

_ if the entrails are 


favourable, find its 


way onto the Amiga. 
Andy Nuttall is that 


| Gesperate:: hee 


_ike Dan Malone, intéruiewed 
in last. month's installment, 
i Gary Carr wields crayons for a 


~ living. Designing monsters, mainly, 


which makes him Dan’s opposite 
half, he works , primarily” on the 


_sprites-and animations i in the game. 


Working once for both Palace and 


,, Bullfrog, Gary's been involved in 


‘some brilliant Amiga games over the 
last: few years: Powermonger, Popu- 
lous 23° ‘Cyber. Assault (which later 
“became Sync , before eventu- 
ally leaving during. the early stages of 
Theme Park to: join the Bitmaps. He 


. joined to go straight into the design 


~ 


of Chaos 2, so he missed-out on the 
original game and.had Peaacatcn- 


_Ing up to do. 


- “When 1 started with Chaos 2 | 
had to try to get’my head around the 
original idea too,” he explains. “| 


a didn’t really play much of The Chaos 


Engine before | joined; so | had to 
play it fora while to get a feel for it.” 
. Dan Malone drew all of the graph- 


ics for the original game, so a certain 


acters,’ 


amount of inspiration was. drawn 
from his work, _ 

Do tdid look at Dan’s oliginal char- 
‘ admits: Gary, “because | 
‘didn’ t want to lose any of their feel. 


_ I meeded to look at,the way in.which 


he used them, and their viewpoint in 
relation to the pla ere: f However, as 


-welkas-throwing his own ideas into 
“the look of the enemies, his thoughts 


have moved to behaviour as well. 
“IChaos Engine, the nasties are 
quite often. simply cannon fod- 
~ dersthey'th walk around.and__ 
right into your line of fire. 
With Chaos 2; though, I've 
tried to give them a ay 


more individual moves, 


- enhance their character. Like 


the Mercury nasty, who simply dis- 


“solves back into Mercury when you 


shoot him, little things add to their 
character. Quite often, in some 
games, as you're busy blasting 
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Chaos Engine 2 


The Bitmap 
Brothers: Simon Knight wae I 
leader, Design); Eric dsabaiaie 
(Design); Steve Kelly, Steve 
Cargill (Programming); Rob 
Trevellyan (intelligence 
programming); Dan Malone, ; 
Gary Carr (Graphics); 
Chris Maule (Music) 
. ; -April.1993- 
Easter 1995 
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The much-vaunted Mercury Monster 
(see text) can be seen at the top 
here, dripping to the South. And, 
elsewhere, shooting to the East. 
With about 49 monsters (50, if you 
include Gary's shoes) Chaos 2's real- 
ly beginning to take shape. 
away at a big bunch of baddies, 
you can't see what they’re 
meant to be. And that may 
happen with Chaos 2, but 
I've really tried to give them 

a little bit of... er, personali- 
ty anyway.” 

Yeah, we know all about that; 
shoot-’em-ups which throw all man- 
ner of detailed, well-drawn enemies 
at you, but when did you last study 
the enemies in your favourite blast- 


S 


=, 
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ing game? Gary's a big bloke, 
though, so you'd best take a decko 
at his more interesting creations. 


PSEUD ANIMS 


This diversity of ‘personality’ within 
Chaos 2's baddy circles also stretch- 
es to the movements of said nasties. 
In Chaos Engine the characters pret- 
ty much did everything within a cer- 
tain size of sprite, Gary reckons, so 
“when one character was put into 
the game they all worked.” In other 
words, they mostly moved in a simi- 
lar fashion to their underworld 
brethren. Gary, not one, apparently, 
for under-complicating things, has 
designed each to move uniquely. 


“Unfortunately my baddies don't 
behave normally,” he laughs. “They 
all move differently in different direc- 
tions, so we had to come up with a 
list of sprite pattern tables.” Which 
are what, exactly? 

“Well, for example a sprite might 
do something in an easterly direction 
which it wouldn't do in a southerly 
direction,” he explains, somewhat 
cryptically. “To take the Mercury 
nasty as an example again, it drips 
to the south, yet fires to the east.” 

Amongst the fifty-or-so enemies 
which Gary has drawn for Chaos 2, 
there exists a hierarchy not dissimi- 
lar to that of The Chaos Engine, in 
that different nasties have different 
degrees of ‘hardness’, but also some 
are apparently more ‘intelligent’ 
than others. 

“For each level there have been a 
number of major nasties,” explains 
Gary. “The actual number of nasties 
depends on the level, and the type... 
well, there are some which are quite 
hard, and some which you can blow 
away easily. There are roughly nine 
nasties per level, so there’s quite a 
bit of work involved to get all the 
characters moving in all directions — 
and they've each got different 
moves, too.” 

A ‘major’ nasty can take Gary up 
to two weeks from start to finish, 
because it has so many moves inci- 
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teve Kelly does the main code, 
S™: more of a... backup 

programmer,” says Steve 
Cargill, programmer of the original 
The Chaos Engine. "| help him out 
with machine-specific stuff, develop- 
ing utilities that the programmers 
and designers need.” 

The main area that Steve was 
responsible for at the start of the 
project was the map editor, a clever 
program which enabled the design- 
ers to begin work on the maps 
before any coding of the actual 
game took place. 

“When we’re first starting on a 
game like Chaos 2,” he explains, “we 


og by the 
bay 


rey : ‘ ie rn 
ge Tt 
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dental to the main action gS moving 
around. “It's good to be able to get 
a major nasty and a minor nasty out 
of the way in a fortnight. So when 
you times it by the number of levels, 
it’s quite a bit of work.” 

There was one particular nasty 


“so the next few weeks will q Wl 
up with tweaking already-created 
sprites. But then that’s probably the 
end for me.” 

A short silence followed at this 
point, where everybody sat and pon- 
dered the ‘end’ for Gary. Every inter- 
which Gary has, ah, borrowed from view has them; embarrassing paus- 
the original game, but he’s remain- es. Interviewers forget their 
ing pretty cagey about it: questions; interviewees shuffle their 

“There was one nasty, which was _ feet as they think of something inter- 
a main character in the original esting to say. We're oh so very lucky, 
game. And he makes an appearance, in this case, that great blokes Steve 
but he’s a bit different... | and Simon are here in the room 
don't think | should say any to rip the Mickey from Mr Carr 
more than that.” for fluffing his lines. 

Oh, come on, Gary. You “Ahem. Background ani- 
can tell little us... mations,” Simon clears his 

“Let's say it was a char- throat, gently reminding Gary 
acter which wasn't very well that the important subject of 
accepted in some countries.” moving backdrops, something which 

“You might as well tell him who it apparently concerns him, has not yet 
is, now,” says Simon, laughing. No, been broached. 

I’m still stuck. “Oh yeah,” Gary's eyes twinkle 

Having completed his design back to life. “Sometimes the sprites 
work for the sprites in the game, have to interact with things in the 
Gary is now looking forward to fine- backgrounds, you see. So I've still 
tuning his creations’ movements; to got things like that to do... er, I'm 
make sure that they behave exactly trying to think of an example, actu- 
how he originally intended. “The ally, but | can’t.” 
sprites might go in to the game, and Another pause. “Switches, per- 
Simon might not like how they haps?” | offer. It was the first thing 
behave, for instance,” explains Gary, that came into my head, okay? 


usually use old bits of code which are 
lying around just to actually get 
things running. When we have a bit 
more of an idea what's needed for 
the game, | then go ahead and put 
together some specific utilities with 
the game in mind.” 

This is apparently the case with 
every new game; a few pieces of 
bespoke code are written to develop 
a particular area of the game. “In The 
Chaos Engine, the editor was actually 
built into the game. | wrote a special 
version of it so someone could play 
the game, go and edit the aliens, and 
then carry on with the game.” That 
was in the days when les Bitmaps 
used to program solely on the 
Amiga, of course, and it was neces- 
sary to have everything running in 
memory. Now all the code is devel- 
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“Yeah. Anything which involves 
S sprites being part of the background 
is mine,” reveals Gary. “The monitors, 
for example, with little images on 
them — I've still got little things 
like that to do. The monitors 
will be showing data, or 
something, just to give the 
impression that there's a 
computer system controlling 
things in the background.” 


HOUSE MARTENS 


Over the last few months I've had a 
lot of contact with the various mem- 
bers of clan Bitmap, and possibly the 
funniest story, well, anecdote, I’ve 
heard was about a particular nasty 
which Gary drew in a moment of 
desperation one night. Mentioning it 
causes Simon and Steve to heap 
ridicule on Gary's head, which col- 
lapses under the weight. Whatever 
could this strange baddy be? 

A pair of Doc Marten’s boots. 

“If you've got about 50 sprites, 
you know, nasties in the game, it can, 
when you get to your 45th nasty, 
make you think Oh, ’p'uck, what am 
| going to do now?’,” explains Gary. 
“You run out of ideas. You get to a 
stage where you've done things that 
drip, jump, walk — so many different 
things, but you eventually start to 
run out of ideas. 

“What you're referring to,” he con- 
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oped on a PC, which in turn 
controls the Amiga. re 

“After the map editor, then theref 
comes the sprite cutter, which takesf 
the screens filled with forty-or-so 
sprites drawn by the artists, and 
converts them into a form which 
the program can use.” 

if Steve was the main program- [—& 
mer for the original game, why, s 
then, did he not want to program = 
the sequel? 

“Because it’s too big for one per- 
son to write in the time scale,” he 
admits. “The original Chaos Engine [4 
took a long time — well over two » 
years — to complete, so we decided ff 
to get three or four people working 
on it, each doing specific tasks. 4 
Hopefully, this will get the job done} ? 
a lot quicker.” it 
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tinues, to more laughter from Steve 
and Simon, “was, literally, the last 
sprite on the last level of the game. | 
was about a week behind schedule, 
so basically it was a case of “get 
on with it as quickly as possi- 
ble’. And | couldn’t think of 
anything. My boots were 
'draped on the bed, and | sort 
of looked at them... and then 
one thing led to another and | 
had this giant pair of Docs marching 
about on the screen! It was a bad 
idea, but | was very tired, and emo- 
tional, and it was late. | took it in on 
the following Monday, and... | really 
don’t know why | thought it would 
be okay. 

“I've actually not replaced that 
particular nasty yet; we're still one 
short. I'm hoping that, given time, | 
can come up with something a bit 
more interesting. It’s difficult, 
because when you've got them in 
DPaint they look different than when 
they’re in the game. It’s only when 
they're actually put into the game 
that you can do most of your tweak- 
ing and stuff to make them all fit in 
really well.” 

But, of course, there is a certain 
school of thought, namely Steve and 
Simon, which suggests that a pair of 
Doc Marten’s will never be any good, 
even with a major tweak overhaul. 
And | tend to agree! 
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and I always 
thought that ‘amus- 
ing’ game titles were 
reserved. for The Hid- 
den. Team 17 bring 
you the game which 
causes small boys to 
titter, and Andy Nut- 
tall to, er, titter. 
Damn. 


for the name now,” says Kenny 

Grant of Team 17, very firmly. “I 
am not responsible for the name 
Pussies Galore.” Fair enough, but it 
is, | have to admit, a name which has 
raised more than a few giggles in the 
rather puerile-at-times offices of The 
One. So where did it come from? 

“Well, it’s obvious, isn’t it,” he 
mocks. “It’s got cats in there, and... 
er, they're galore. | have asked Mar- 
tyn what ifspired the name, but he 
was in a drunken stupor at the time, 
and he just said something that 
sounded like ‘thpbbbpthth.’ So I'll 
give you the same answer.” 

Although the two guys, collec- 
tively kKnown-as Amber. Develop- 
ments, responsible for, ah, Pussies, 
have never. penned anything for 
Team 17. before, they have pro- 
grammed other games ‘separately, 
“But | don’t think they want to say 
what it is, to be honest,” laughs 
Kenny. Well, at least we know it’s not 
the gamular travesties Last Action 
Hero or Total Carnage. So whatever 
it is, it can't be that bad. 

Amber became involved with 
Team 17 because they got talking 
with Martyn Brown down at an 
Amiga show. “They took him some 
diagrams, showing how they expect- 
ed the game to be, and basically he 
liked the idea and took it from 
there,” Kenny describes. 

So, Kenny. If you were the 
Director of a popular games 
publisher, and somebody 
came up to you with the 
idea.ofa platform game 


3 ‘m putting forward my disclaimer 


...but perhaps that’s me 
just being ‘catty’. Sorry. 


PUSS 


PROJECT: Pussies Galore 
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DEVELOPER: Amber Develop- 
ments: Andy Coates (Program- 
ming); Matt Bell (Graphics); Allis- 
ter Brimble (Music); Wanton (Disk 
system, apparently) 

INITIATED: May 1994 
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with cats in it, would you seriously 
go for it? 

“God, that’s putting me on the 
spot. Er, looking at the artwork 
devised by the Amber guys, | would 
have gone with it, yes,” Kenny coun- 
ters. “The drawings were really nice, 
even though Matt, the artist, hadn't 
really done anything computer- 
based before.” 

By all accounts, or at least, 
Kenny's, the game’s changed quite a 
lot since the early design anyway, 
although he’s quite reticent to tell 

me how. Not exactly 
forthcoming with 
the old info is 
he, our Ken- 
neth? “It’s to 
do with the 
way Boris 
manipulat- 
ed the kit- 
tens,” he 
explains care- 
fully, after a 
lot of coaxing. 
. “Let’s say it was 
‘tetas: ¢ 

Ah. Boris? 

“Boris is the name of the 
main character. He's a bit of 
a street-wise alley cat, and his 
girlfriend's called Doris. The 


or Teel t Denna game's about a chap called 
: -  - ,4 ad | > : 
S 3761. SPANHERS” 2 Evil Eric, who was once the 


somsnamuinn cuntiettness- ce wae ae Senos oberg: ee great ruler of the universe. 


WHAT'S NEW, 
YCAT? 


Boris the cat, in-between ‘manipulat: 
ing’ the kittens. Sinister.. 


He’s steadily growing old, and he 
becomes jealous of the youthfulness 
of all the kittens throughout his land. 
So, as his last, and most diabolical 
scheme, he decides to abduct every 
last kitten in the land.” 

He does this, apparently, by using 
the one thing that most of the kit- 
tens care about: rock music. He 
records an album, the kittens eager- 
ly buy it; it shoots to number one, 
but little do the kittens know that 
the music contains evil incantations 
played backwards behind the music. 
“When they hear it, they’re sucked 
through the hole in the CD into an 
alternate dimension,” he laughs. 

“The player's role is, of course, 
Boris. In a way he’s quite averse to 
kittens, he doesn’t like them much, 
but he has to rescue them otherwise 
Doris.is going to nag him to death.” 
Good to see Team 17 producing ‘PC’ 
software nowadays, if you see what 
| mean, 

“The game starts as Boris buys the 
album, sits in his comfy chair to lis- 
ten to it, and then...” Kenny makes a 
disgusting slurping noise at this 
point, indicating that young Boris 
has been ‘sucked’ though the hole in 
his CD. | hope it wasn’t in the CD 
player at the time. 

So where, pray, does Doris come 
into it? “We don’t really know. 
Where do women come in, some- 
times? Us blokes can’t do without 


| reckon a better name for this game 
would be “Natural Born Kittens”... 


them, probably,” he bluffs, scrab- 
bling for ideas. As you might tell, 
Kenny was recently married. “Any- 
way, we've yet to finalise where 
Doris comes in.” 

So the final game, then. If it’s a 
platformer, is it the standard type, 
where you have to bounce on heads? 
“No, you’re shooting,” he says. It’s 
interesting to note that the boys 
decided to use the shooting method 
of dispensing with enemies, because 
lots of people thought Pussies would 
be Superfrog 2. Why? Search me; 
and, indeed, Kenny. “It’s not intend- 
ed to be,” he says, “it’s just some 
people decided to think that.” 
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Sab yas al NTS ms 2 she NS Ts: he sales record for Frontier is 
SEE CE Pe Nc pee Y an impressive one to say the 
Re. HAN ATS sis At pote ee eg ve least. It entered the Gallup 
4? | pte ce Me hes a charts at number one, stayed in the 
ps nn top ten for six months, went back up 
to number one again in the summer 
of 1994, and is still in the top twen- 
ty FOURTEEN MONTHS after its 
release. Brian Adams and Wet 
Wet Wet, eat your hearts out. 
With a rusty fork. Well sod 
all that business, because 
here comes son of son of Elite — 
Frontier: First Encounters. This takes 
the player on a further fifty years in 
the time scale of the Frontier game 
world. New technical innovations 
exist, new ships have been built, the 
political map has evolved with the 
growth of Frontier settlements, and 
new people are in power. And, the 
Thargoids are back... 
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The Thargoids were the 
scourge of Elite. In their 
enormous, not to men- 
tion enormously power- 
ful, saucer ships, the 
little green gits were 
incredibly tough to 
beat. Anyone who has 
ever accidentally fallen 
into witch-space and 
been confronted by a 
gaggle of the gits (and, 
incidentally, if you 
as know the correct collec- 
iss tive noun for Thargoids, well then, er... sod off) you'll know what I’m 
g @6talking about. They were very, very nasty. Very. 
And so they're back, even though they were best part of ‘gone’ in 
mm 6. Frontier (although I'm reliably informed by the Braben-meister himself 
that they were in there somewhere), First Encounters sees them well 
and truly ‘frying tonight’. in the game, the Thargoids form the basis of 
a core of hand-coded missions, running more than three game years 
from start to finish! At the end of this ‘slightly large’ mission, the play- 
er will be in the jolly important position of choosing to either return 
the Thargoids to the galaxy or, er, not. 

The best bit, though, is the fact that during the mission, the player 
will be able to acquire one of the highest spec. ships in the game, plus 
a number of Thargoid-designed add-ons not available except through 
=— 6 the mission. 

So how have the hexagonal buggers evolved in ten years, then? 
Well, perhaps it would easier to simply show you what they used to 
look like (right), and what they look like now (above). You could say 
that they've, ahem, ‘come on a bit’. 


a -~ "ory rr > 4 
“ . . 


2 OSS? ee ay SS -e - —o eo 
- , - - _ “—_" . - 
_ - S * 


WORK 


Probably the most surprising 
thing about First Encounters (or 
Frontier 2, or Elite 3 even) is its rela- 
tively speedy development. Frontier 
took something in the region of five 
years to produce, and boy did we 
have to wait for it. Konami pulled 
out as publishers because of the 
number of delays the product inflict- 
ed upon them, handing the blank 
cheque over to Gametek, who have 
no doubt bought several small villas 
in Spain as a result. 

The main reason for the time 
taken with Frontier was the fact 
that David Braben (who, in 
case you didn’t know, pro- 
grammed the original Elite along 
with lan Bell) pro- 
duced it single- 
handedly. As well as 
that, during develop- 
ment he explored his inter- 
est in astronomy and hence the 
creation of planets within the game 
incorporated ‘leading edge’ astro- 
nomical theory to generate a uni- 
verse containing ten to the power of 
eleven solar systems (i.e. bloody tons 
of them,, ‘O’ level and GCSE Maths 
failures) and their attendant planets. 
In similar terms, the ships and space 
debris were made to adhere to the 
laws of physics; making mining and 
combat rather more difficult than it 
had been in Elite. 

So, | ask Adrian Cale, Gametek’s 
chief bloke and general tippity-top 
geeza, how has First Encounters 
been written so quickly? “Well, by 
the time we got to Frontier's release, 
it was apparent that one-man games 
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BOLDLY 
a. AGAIN! 


No-one needs an introduction to Elite. One of the biggest games 

Rea: in the history of computer entertainment, and the sequel, 

i eh is es Frontier, didn’t exactly sell too badly either. But now it's time to 

ss turn the book to chapter three, as First Encounters hoves into 
rican view. Matt Broughton’s your bookmark. 


Frontier 2: First 
Encounters 
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Frontier Develop- 
ments Ltd: David Braben (God) 
February 1994 
April 1995 


production was unlikely to be a 
viable option in the 90s and beyond. 
The realities of the computer busi- 
ness requires shorter lead times and 
a greater number of projects. By 
about Winter 1993, David knew 
that he needed a team to help 
him, especially as future 
plans are even more 
ambitious.” 
And so it came to 
pass, that on the 
first day of Febru- 
ary in the year of 
our lord nine- 
teen hundred and ninety four, 
Braben did come down form the 
mountain, proclaiming that his com- 
pany Frontier Developments Limit- 
ed had been born. And there was 
much rejoicing... 

“The aim”, continues Cale, “was 
to bring together a team of bright, 
well-motivated individuals, each 
with individual skills to take ideas 
and make them happen. The inten- 
tion was, quite specifically, to move 
as far as possible from the standard 
urban office environment, working 
on the belief that people work best 
in a relaxed, open atmosphere. The 
‘office’ is therefore based in a farm- 
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Some of the in-game odds and sods 
have also been re-vamped to usher in 
the new year (probably), and some 
have, in fact, gone back to the more 
traditional options from Elite 1. Left 


~ and right views will be re-introduced 
for First Encounters, sitting alongside 


the now-established turret views 
from Frontier. In addition, missiles 
can be fitted with a front-mounted 
camera capable of sending video to 
the ship, so that you can watch a 
missile’s-eye-view from the moment 
of launch up to the 
™ point of impact 
= with the select- 
> ed target. 
™ “There are alsoa 
far greater range 
of lasers and missiles avail- 
able, including target specific 
weapons.” (Brilliant!) 

A combat computer will be avail- 
able as a piece of ship equipment. 
This will be of a similar design to the 
basic on-board scanner, but will have 
a greater range and a number of 
functions to allow the player to iden- 
tify the type, distance, direction and 
possibly the affiliation of ships to a 
wider vicinity. The ship manoeuvra- 
bility has also been enhanced fol- 
lowing requests from Frontier play- 
ers, and the tactics of approaching 
ships has been altered to enhance 
ship to ship combat. 

A major innovation in First 
- Encounters is the presence of on-line 
journals. These are somewhere 
between modern newspapers and e- 
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Matt: How happy were you with 
the first versions of Frontier? 
David: | was extremely happy 
with the first versions, as they 
show that the cult following the 
original Elite had wasn't just a 
flash in the pan. Five years in 
development is a long time, so it 
was great to see the computer 
game players out there taking to 
Frontier so immediately. The Elite 
series had become more of a way 
of life than just a computer game 
for many people. 


Matt: if you could go back in 
time, would there be many things 


you'd change in Frontier? 

David: | don’t think so. The game 
content was a large improvement 
on the original Elite, but kept the 
same ‘feel’. This was very important as it allowed existing Elite buffs 
to make the transition very easily and new recruits to get into up-to- 
date 3D space adventures. 


David Braben: A man barely alive. 


Matt: What were your reasons for preducing another Elite product so 
soon after Frontier (relative to the time between Elite and Frontier)? 
David: After the unprecedented success of Frontier, | set up a full 
development house consisting of eight developers, plus a few 
freelancers. Thus First Encounters has been produced in eighteen 
months. If you look at traditional timing for bringing out a sequel, 
eighteen months is about right. You have to remember that | was on 
my own for the full duration of Frontier, hence the five year develop- 
ment time. 


Matt: And what would you say is the element that you’re most proud 
of with First Encounters? 

David: I'm most proud of the mission structure and the design of the 
planets. There is far more graphic detail with the planets, including 
texture mapped mountains, polar ice caps, deserts and moors. 
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of these grabs, is that chances are, a 


~ artist Danny Flynn to. avoid the con- crazed mongoose, “There are five 
“sistent computer, graphic images separate journals, three affiliated to 
» prevalent in many ‘current games. “ the major political powers (and 


lot of the texture mapping and 
Gouraud shading (i.e. super-sexy 
graphics) will be well-trimmed to fit 
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Good title for the box out that, 
isn't it? No? Oh well, at least ! 
tried. As you may have 
gathered, everything from 
Frontier has been tweaked and 
pruned in readiness for First 
Encounters, including many of 
the ships. A library of new ships 
have been designed, while all of 
the old ones have been tasteful- 
ly texture-mapped to increase 
authenticity. Unfortunately, 
whether this extra feature will 
make it onto the Amiga is still, 
as yet, unknown 
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reflecting their views on the game 
events) and two which are normally 
independent. The journals are updat- 
ed at monthly intervals and will be 
available by subscription at appro- 
priate systems. Actions by the player 
will be reflected in the text, and mis- 
sion data will be made available as 
the player makes progress. Alto- 
gether, there are over 100,000 words 
of journal text, giving a wealth of 


“reading material.” 


Frontier saddies will no doubt be 
pleased to hear that in addition to all 
of these treats, there’s also a new 
compilation of short stories by a 
range of authors to complement the 


game worlds. Hurrah! 


into the Amiga. As it stands, Frontier 
2 will be arriving on three disks as 
opposed to Frontier's one, but cer- 
tainly the main ship exterior graph- 
ics will be of a much lower 
resolution than the PC grabs shown 
here. Sorry about that. | didn’t get 
you hopes up did I? Shame. 
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Right: Pretty-much all of the graphics 
have been changed for Frontier 2, 
including the navigational systems. 
if you ask me, this one looks a bit of 
a mess, but I'm sure Lord Braben in 
his infinite wisdom (or should I say 
ALL of his infinite wisdom, just to [#aaer, 
annoy Harry) knows what he’s up to. js ae 
Well, fingers crossed anyway. Haag 
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The Thargoids aren’‘t the only 
things to have changed over the 
years; some of the more familiar 
locations have also become, 
well... less familiar | suppose. 
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There can’t be anyone who's Here's phase one, live and direct Hmmm. In a rather disappointing Ah, this is more tike it. I've always 
played Elite that hasn‘t been to from Elite. It's roomy, it's functional, revelation, Frontier's old Lave thought that if there was one 
Lave. and most of the Frontier and it’s extremely boring-looking. Station doesn't actually appear to thing the Lave Station really need 
players ne ny anseinag rai Ah, the happy hours spent dodder have been touched much in ten ed, it was lemon segments stuck 
popped hack there if only for a ing slowly towards such magnificent years A coat of grey paint, a few on the side of it, like this pic from 
-trisitgee” nostalgia. So how’s the structures in the days before dock- flashing lights, and some new wind- First Encounters. Well, all right, 
redecorating going then? Well ing computers were supplied as mill-like arms. Er, absolutely lovely let’s be honest, it just looks silly 
on standard. Next! I'm sure. Next! doesn't it! Any more? No? Good 
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The planets in Frontier: First Encounters are as far rernoved from those 
in Frontier as the Frontier ones were from the original Elite. “Planets are 
real” claims Cale, “They have oceans and bays that would give the most 
ardent designer of fjords sleepless nights [Slartibartfast, perhaps?]. 
They have cliffs that would make a climber ache to get out of the ship 
and set up a rope.” Yes, that’s quite enough of that silly talk. “Earth is 
actually based on maps of our planet, while ali the others are generated 
according to the astronomical data we have. All are different with dif- 
ferent weather, and all will be the same each time they're visited.” 
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California Games 2 7.QQ wnenn= neon Heart of China 12.99 <----- ------ Populous & Promised Lands 12.99 x-----  =----- Valhalla - Lord Of Infinity 19.99 Suncom Tac 2 7.99 
Campaign 2 22.9Q nnnne=  wnee> Heimdall B.GQ nnnnn~ none a Se ae 12.99 -—-- ---—- Voyages Of Discovery 19.99 - Wico Q Stick 4.99 
Cabal 6.99 <----- ------ Heimdall 2 22.99 22.99 22.99 Postman Pat 6.99 Vital Light 19.99 ------ 19.99 

Cadaver/Pay Off 12.99 ------ Hero Quest 8.99 ww-n--  ------ Postman Pat 3 6.99 nwnnn=  ane=e- Wallis Of Rome 12.99 ---- PD & Shareware 

Campaign 2 22.99 wn-nn= ween High Steel 6.99 ------ ------ Powerdrive 19.99 19.9919.99 Walker 9.99 <------ ------ 

Captive 2 - Liberation 20.99 ----- 20.99 HIGH SEAS TRADER................ 22.99 22.99 --—-- Powerhouse 22.99 22.99 Wembley International Soccer... ------ 17.99 19.99 GAMES 

Cannon Fodder 2 19.99 - Hill Street Blues 8.99 ------ ------ Powermonger & Data Disk 12.99 ------ Wembley Rugby League 17.99 17.99 ------ G001 Dynamite Dick 1.25 
Cannon Fodder 20.99 ------ 19.99 History Line 1914-18 22.99 -nnnn=  wnnee- a, RS ee 12.99 Whales Voyage -_ 19.99 GO02 Madona Puzzies 1.25 
Cannon Fodd/Settlers/T2/Chaos Eng. 22.99 ------ ------ Hook B.99 n-----  ------ PREMIER MANAGER 3........... 17.99 17.99 ---- Wild Cup Soccer 17.99 17.9919.99 GO003 NU 1.25 
Cardiaxx B.9Q ------  =-++-- Hoyles Book of Games 1 or 20r3 10.99 ------ ------ Prime Mover 10.99 ----- WING COMMANDER .............. 12.99 ----- ----- G004 Breakout Construction Kit 1.25 
Carrier Command 4.99 Hucklebury Hound 8.99 ------ ------ Prince Of Persia 6.99 ------ ----- Winter Gold 12.99 G005 Bagitman 1.25 
Cartoon Collection (Dizzy) 16.99 Hudson Hawk 6.99 ------  ------ Project X 10.99 ------ ------ Wiz N Liz 10.99 ------ GO006 Fruit Panic 1.25 
Castle Master 6.99 ----- HUMANS 1. 2........csccccccerscrssescce: SHRTED SHSOE 19.99 Pro Tennis Tour 6.99 nn-nnn= wenn Wizkid 10.99 G007 Aztec Challenge 1.25 
Caesar Deluxe 12.99 w----- === IK + 6.99 ------ ------ Puggsy 19.99 ------ ------ World Class Cricket...........0000. 0 crete tee 19.99 G008 Gnu Chess 1.25 
Champions of Sport 13.99 <----- ------ Immortal 10.99 ------ ----- Pushover 8.99 ------ World Class Leaderboard 8.99 GOO09 St Arians 1.25 
Champ Man End Of Season 11.99 ------ Impossible Mission 2025 19.99 22.9917.99 Putty 8.99 ------ -----= World Cup Golf <= eeees 29.99 GO10 Megabaill 1.25 
Champ Manager Italia 16.99 ----- Indy Jones - Last Crusade Adv..12.99 ------ ------ Py Se caetce\etiscsicondeancdtguens SMES 19.99 19.99 World Cup USA ‘94 17.QQ wwnnn=  -nnnes GO11 Intruder Alert 1.25 
Champ Manager Italia D/Disk 10.99 ------ ------ Indy Jones - Atlantis Adventure.. 24.99 ------ ------ Puzznic 6.99 ------  ------ WORLD CUP YEAR ‘94.......... 19.99 ------ ------ G012 Artillerus 1.25 
Chaos Engine 9.99 17.99 19.99 Indy Jones - Atlantis Action B.9Q9 ------ ------ Qwak 9.99 <----- ------ Worlds at War 6.99 ----- UTILTIES 

Charlie J Cool 13.99 13.99 ------ Inianapolis 500 10.99 ------ ------ Quest For Glory 1 or 2 12.99 ------ Worlds of Legend 2.99 U002 A-Gene Family Tree (1 Meg) 1.25 
Chase HQ 6.99 ------ ------ Insight DinoSaulS..............cccee Te tee 26.99 Railroad Tycoon 12.99 ------ ------ WORLD CUP GOLF ..........0c00006. em 19.99 U003 The Workshop 1.25 
Chuck Rock 1 & 2 -2-- 13.99 Intelligent Strategy Games 19.99 ------ ------ Rainbow Islands 6.99 ------ ------ Worms 17.99 19.99 U004 Label Designer 1.25 
Civilisation 22.99 nwnn==  ===e>- International Golf 12.99 +--+ ------ Rambo 3 6.99 ------ ------ Wreckers 19.99 U005 Slideshow Creator 1.25 
Classic Board Games B.GQ w----= === int Open Golf Championship 17,9Q ------ ------ RBI Baseball 2 6.99 WWF 8.99 U006 Address Book 1.25 
Classic Collection - Delphine 19.99 ---- Ishar3 22.99 26.99 ------ Reach For The Skies 12.99 ------ WWF2 B.QQ n--n-~ ween U008 Asteroids 92 1.2 
Classic Collection - Lucas Arts... 19.99  ------ It's International Cricket 18.99 18.99 ------ Realms 10.99 <------ ------ Xenon II B.QQ nwnn-=  =eee> U009 Little Office 1.25 

Club Football 19.99 19.99 ------ Ivanhoe 6.9Q  wnwnne  -ennee Red Heat 6.99 ------ Z-Out 6.99 ------ ------ U013 The Right Way 1.25 
Cohort 2 19.99 ------ ------ J Nicklaus Greatest 18 Holes 6.99 ------ ------ Reunion 22.99 22.99 ------ Zak McKraken 10.99 ------ U014 Panasonic Printer Driver 1.25 
Colonels Bequest 10.99 ------ ------ James Pond 6.99 ------ ------ Rick Dangerous 6.99 ------ ------ ys Ae | ewe 19.99 --—- ---- U015 HP Printer Driver 1.2 
Combat Classics 2 19.99 -----e  -nn-ee James Pond Compilation ............ ----> 19.99 ------ Rick Dangerous 2 8.99 n-----  ----e- Zonked 19.99 ---- U016 Seikosha Printer Driver 1.25 
Combat Classics 3 22.99 -nnne=  =nneee James Pond 2 - Robocod............ -----+ ===> 8.99 Rings Of Medusa Gold 19.99 ------ ------ Zool 1 or 2 <eenee | sane 19.99 U018 HP 550C Printer Driver 1.25 
Complete Chess 22.99 James Pond 3 ............cccccceeeeeeeee 19.9919.99 RISE OF THE ROBOTS............. 25.99 27.99 22.99 U019 Imploder v4.00 1.25 

Cool World 17.99 ------ Jaguar XJ220 B.9Q ------  ----- Risky Woods 10.99 ------ ------ ( FFE U020 Bad Format 1.25 
Cosmic Spacehead 17.99 Jetstrike 17.99 aes 19.99 Road Rash 10.99 ------ ------ SPECIAL RS U021 Amiga Beginners Guide 1.25 

Craft for AMOS 17.99 ------  ------ Jimmy White's Snooker 12.99 w-----  ---=-- Robocop 2 6.99 ------ ------ Alien Breed 2 12.99 ------ ------ U022 Vetter Bench v1.2 1.25 
Crash Dummies 17.99 <----- ------ Jonn Barnes European Football. 8.99 ------ 9.99 Robocop 3 10.99 ------ ------ Arabian Knights 8.99 ------ U023 De-Grader 500 600 1200 1.25 
Cruise For A Corpse 12.99 ------ John Madden Football 10.99 ------ ------ Robinson's Requiem 22.99 22.99 22.99 Body Blows 12.99 12.99 U024 Extermin-8 Virus Killer 1.25 
Crystal Dragon 22.99 --nn-= anne Ee WGP EI TE cccdectdinennnstdenitiade ----- 19.99 ---- RUGBY LEAGUE COACH........ 19.99 -—- --——- Civilisation . 17.99 ------ U025 Engineers Kit (A1200 only) 1.25 
Curse of Enchantia 12.99 wweee=  aee=-- Jungle Strike 17.99 18.9918.99 Rules Of Engagement 2 22.99 n-nnnn=  wnenne Championship Manager ‘93 16.99 --n---  wnnnee U027 Fake Memory for A1200 1.25 
Cybercon 3 10.99 ------ ------ K240 - Utopia 2 19.99 ------ ------ Ruff n Tumble 17.QQ =w---- === Chaos Engine 9.99 ------ ------ U028 Action Replay for A600 1.25 
Cyberspace 22.99 - KGB 12.9Q wwnnn~  -nneee Run the Gauntlet 6.99 ------ --- Cool World B.QQ nn-n0~  -nnees U029 Amiga Tutorial 1.25 
Cyberwar 31.99 KICK OFF 3 EURO CHALL....... 16.99 19.99 22.99 Sabre Team (Enhanced) -- 20.99 20.99 Jack Nicklaus Unlimited Golf 12.99 ------ U030 ACES Database 1.25 

D Day - Beginning Of The End...22.99 ------ ------ Kid Chaos 17.99 19.9919.99 SCI 6.99 ------ ------ J Nicklaus Designer Clip Art Vol. 7.99 U031 Abace v1.33 1.25 

D Generation 12.99 ------ ------ Kids Rule OK 12.99 ------ ------ Second Samura 19.99 19.9919.99 Lotus Trilogy 12.99 U032 Excel Database 1.25 

Daly Thompson's Olympic Chall 6.99 ------ ------ Kind Words 3 (Wordprocessor)..22.99 ------ ------ Secret Of Monkey Island 1 or 2..12.99 ------ ------ MICROPROSE GOLF................. 12.99 -—--- ----- 033 Text Plus v4.00 1.25 

Dark Seed 20.99 ------ 19.99 Kingpin 10.99 ------ 12.99 SENSIBLE GOLF. ........cccccccscessses 19.99 -—-- ----—- Nick Faido's Golf 12.99 ------ -=---- U035 Text Engine 1.25 
oN + Se 22.99 22.99 ----- Kings Quest 1 or 2 or3or4 12.99 ------ ------ Sensible Soccer International.....13.99 ------ 16.99 Sensible Soccer 92/93 12.99 ------  -=---- U038 Number Pad for A600 1.25 
Death Mask 16.99 ------ ------ Kings Quest 6 22.99 ------ ------ SENSIBLE WORLD OF SOCCER.19.99 ~—-——- ---- Shadow Worlds 8.99 --- OVER 18's 

Death Mask 19.99 ------ ------ Klik and Play 22.99 <-nn--  ----=- Sensible Soccer International 13.99 ------ ------ Soccer Kid 9.99 9.99 X002 Adult Jigsaw Puzzies 1.25 
Deluxe Paint V 54.99 -n-0-- nee KNIGHTS OF THE SKY.............. 10.99 ----- --—-- Settlers 19.99 w-----  --=-- gt Eee ee 12.99 ----- ----—- X003 Die Filknger - Naughty Cartoon 1.25 
Dennis & Gnasher 16.99 ------ ------ Krusty'’s Super Funhouse 17.99 <----- ------ Shadowlands B.QQ nnwnn=  wennee PI) Getteecinnbihianinmescthinnniets 9.99 9.99 ----- 

Detroit 22.99 22.99 ------ Last Ninja 2 6.99 ------ ------ Shaq Fu 17.QQ www-n-  ==e->- Vikings 8.99 _ a 

Demomaniac 17.99 ------ ------ Legacy of Sorasil 17.99 ------ 17.99 Shuttle - Space Flight Simulator.12.99 ------ ------ Walker 9.99 3.5" Blank Discs 

UES CTW ic cckadcactshcecsbeistsehoscsanse Meee | Seah 19.99 LEGENDS OF VALOUR............ 12.99 ----- ---—- Sierra Soccer 16.99 ------ ------ Zool B.9Q ------  -++--- 

Desert Strike 12.99 ------ ---- Leisure Suit Larry 1 or 2 or3 12.99 ------ +--+. Silent Service 2 12.99 ------ ------ Zool 2 10.99 10.99 ------ TDK PRECISION UNBRANDED 
Dino Detective Agency 12.99 ------ ------ EL GTIITIUEIE Fac cides duis tisencssgteausoecieds | SS Netoen 190.00. ale GIT BOC Ricstectineersticnes ——- 26.99 -—- Low High Low High Low High 
Disposable Hero 17.99 ------ 12.99 Lemmings Double Pack 19.99 ------ ------ Sim Classics (Ant/Life/City) 22.99 ------  =-==-- EDUCATIONAL 

Dizzy the Big 6 ............cscsccccssescne SPOeeS  seeeee T2.GO. | CERIICCD Oh cacesecctssnrenssctstsacinne 19.99 --—- --—-- Sim Life 10.99 22.99 ------ 1 5.99 699 3.99 599 3.50 4.99 
Dogfight 12.99 ------ ------ Lethal Weapon B.QQ wnene  onee=s Simon The Sorceror 22.99 26.99 26.99 10 out of 10 Early Essentials (3-7) 18.99 ------ ------ 20 11.50 13.50 7.50 11.50 650 9.50 
Dragon Ninja he Links - The Challenge Of Golf....12.99  ------ SIMON THE SORCEROR 2....... 22.99 26.99 26.99 10 out of 10 English (6-16) 18.99 50 27.50 32.50 17.50 27.50 16.25 22.50 
Dragonstone 19.99 19.99 22.99 LION KING...........ccccccssccsecssesseees -——- 19.99 -—— Simpsons 8.99 ------ ------ 10 out of 10 French (8-16) 18.99 ------ ------ 100 52.50 62.50 32.50 52.50 29.99 42.50 
Dreamweb. 22.99 22.99 Fey A, Se ee ee aa = 19.99 Sink or Swim 8.99 8.99 ------ 10 out of 10 Junior Essentials (5-11)18.99 ------ ------ 

| i | ee 12.99 ------ ------ Lombard RAC Rally 6.99 ------ ------ Skeleton Krew ..........ccccccccecceeeeeee TT 22.99 22.99 10 out of 10 Maths Algebra (6-16) 18.99 ------ ------ RECYCLED DS/DD Low Density 
Dungeon Master + Chaos 19.99 ------ ------ Loom - a 12.99 ------ ------ Skidmarks 17.99 ------ 19.99 10 out of 10 Maths Numbers (6-16).18.99 ------ ------ 10 @ 2.99 20 @5.50 50 @ 12.50 100 @ 22.50 
Dungeon Master 2 22.99 22.99 ------ Lords of the Realm.................... 22.99 22.99 ------ SKIDMARKS UPGRADE........... 12.99 --——- --——- ADI English (11-12) or (12-13) or (13-14)17.99 ------ ------ 
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ANDY NUTTALL 

Spring usually finds The 
One's unpalatably roseate 
guardian of the bardic 
stool pulling on his mighty 
galoshes and tramping 
through the phlegms of the 
Usk Valley in search of the 
—1 season's first daffodil. This 
year roan Andy's responsibilities weigh 
heavily and he will have to be content with his 
trusty life-size model of Sir Harry Secombe, 
which comes complete with realistic dewlaps. 


MATT BROUGHTON 

To be honest, the coming 
months of brambly bur- 
geonings and below-the- 
belly-button bulgings and 
beginnings will make little 
difference to The One's 
deputy-chief Satyr, and 
sporter of ‘The Trousers of 
Shame’, who is still to be seen occasionally 
wearing an occasional table to cover the spec- 
tral damp puddle which keeps re-appearing 
in our office carpet. 


HARRY ATTRILL 

From his sick-bed, he rous- 
es himself like a slightly 
soiled sun-beam that has 
seen much better dawns 
and rather too many late 
plums recently. The fatu- 
ous” and half-hearted 
climber of The One's 
treacherous North Face slouches unconvinc- 
ingly before the white desolation of his capri- 
cious Macintosh before slumping gracelessly 
to the floor. ‘It was the rissoles’, he cries and 
is gone. 


JO WINSLOW 
Spring has set The One's 
petite, pastry-flavoured 
‘Heroine of a Thousand- 
and-one Pages’ a bit of a 
Countdown-style conun- 
drum. Does she continue to 
look like a tiny, bewildered 
™ South African antelope 
which has unexpectedly been proclaimed Cae- 
sar during Flavian period, or does she let her 
hair grow sufficiently so that by the time she 
gets married she looks like a proper girl on the 
photographs? It's a toughie? 
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Andy Nuttall slides his sizeable posterior 
into the driving seat and assumes the ‘pole’ 
position, as Team 17's unofficial ‘sequel’ to 
Overdrive hits the weathered Tarmac. 


h god, it’s happened again. | 
used to be good at games, 
but lately | seem to have lost 
all joystick co-ordination. And any 
gamular prowess | possessed has 
seemingly teamed with Com- 
modore’s manufacturing skills and 
disappeared into the great void. It 
started a few months 
ago (around the time | 
was made editor, 
oddly) when | sud- 
denly lost all Sensi 
skills; and then contin- 
ued through both Mortal & 
Kombat Il and Shadow Fight- 
er. But ATR... well, anybody can play 
a racing game, can’t they? 

With practice, it seems. Matt — 
sticking to his yarn spun to Team 17’s 
Alan claiming “only to have played 
the demo once with Harry,” a likely 


$.0.8? A.T..., 
ERM, R.. 


Like all good racing games, ATR 
comes equipped with its own 
Kwik Fit-style shop, which can 
bang on loads of new bits to soup 
up your car. They'll cost you, of 
course, so it’s a good idea to start 
earning quickly — because other 
players will be upgrading too... 
incidentally, the first four 
upgrades are available in more 
efficient, and expensive, forms. 

* One race only 


ENGINE 


increases 
your top 
speed — an 
excellent 
choice, sir, 
but expen- 
sive. 


— 


Right: The Battle mode points are 
accumulated as follows: Completing a 
lap first — 2 points; Hitting opponent 

with a missile — 1 point; Knocking 
opponent off the screen — 1 point. 
The first player to cross the finish line 
after accumulating the required num- 
ber of points, which can be set to 20, 
30 or 40, wins the Battle. 


story which sadly convinced Alan, 
causing much taking of the urine for 
the rest of the afternoon — had obvi- 

ously played it before. So, by 

», thunder, | practiced for 

a whole weekend, 

got my initials on 
loads of high score 
tables, and then 
returned to The 
One's office confi- 
dent of a renewed 
vigour in the joy- 
stick/steering-wheel 
stakes. And then, 
sadly, | promptly lost 
again. Gii-iit. 

Despite its ancient 
game Overdrive, now rust- 
ed and burned-out in a breaker’s 
yard in Wakefield, being threatened 
by newcomers Arcane and The Hid- 
den, Team 17 has called the other 
two companies’ bluffs by releasing 
this A/l Terrain Racing thing before 
the other two made it onto the start- 
ing grid. Arcane has been bluffing us 
for some time with the release of its 
self-proclaimed “Overdrive beater”, 
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eration, which is 
quite useful. Oh 
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Trax; 
while The Hid- 
den’s late starter, 
The Big End, is 
showing promise, but 
still some months away from comple- 
tion. 
But Team 17 has gone 
for the jugular, it seems; 2 ye 
not only has it ‘beaten’ .~ 
Overdrive, it’s gone sev- 
eral stages further and 
produced a game which 
true to its title, contains ‘all ter = 


Sy Adds road grip — 
2 _ not, you may 
notice, ice grip. 

- Sadly. 
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Left: In the one-player mode, you choose one of 
three terrains, and then begin a single race on track 
one. If you come in the top three, you automatically 
move on to the next, more difficult track; and even 
though there are seven tracks in each terrain, the 
program moves between the different terrains to 
add a bit of variety. 


rains’. And some ‘racing’. Forests, 
Canyons, Space, Alien landscapes, 
Sports tracks... six very different ter- 
rains, lots of different tracks, and a 
great big bunch of, er, three whole- 
some cars to play on them. 

You can soup the cars up, obv.; 
eat can play one or two-player, or up 
to six players in a league, you can 

Yt more and more obstacles in 

Py the road, you can go on time 

trials... Options, options, 
si MM otions But do they maketh a 
OOS de game? 


Kinda like Mr Tin 
_ the A-Team 
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Below: Because the terrains are viewed from a sort of isometric 3D perspec- 
tive, ATR often disorientates you by making you crash into a wall that isn’t 
really there — i.e. when you're driving top-down into a canyon. However, it’s 
also disorientating, but at least rather clever, when you come across a tunnel 
under the road which you can go into. 
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Circle: The later levels in each 

stage are packed with new fea- 

tures... well, basically, obstacles, 

which become more and more 

fiendish as you improve. This simple- 
looking screenshot belies the most 
hideous creation know to ATR drivers: the 
pop-up pole. One second it’s not there, the 
next... aiiieee! It is! 
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Above: There are six track types altogether. In two-player mode, there are 
four terrains to choose from: the three mentioned elsewhere in this review; 
and this one, Space. But in one-player mode, there are two more, which can 
only be accessed if you get through each track on the first few terrains. 


SHOCK ABSORBERS 


| Absorbs bumps 
and rocks* 


POWER STEERING 
Boosts turning 
circle — very 
useful for those 
tight bends.* 


Out of the six terrains in ATR, the final two remain secret — because you 
can only reach them in one-player mode, and you have to finish four levels 
from each of the first four terrains beforehand! So it's quite hard, then. 
However, The One can exclusively (probably) reveal just what they look 
like, because we're great at games. So, without further ado, let me 
present to you: the terrain brothers, ALIEN and MOON! 
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Above: The Forest stage is probably 
the most tricky of all, especially when 
you first start and you don’t know the 
layout of the tracks. There's snow 
everywhere, you see, and even 
though some kind person has dug out 
some arrows in the snow, the absence 
of a definite visible track is really 
quite disorientating. 
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TURBO CHARGER 
improves accel- 
eration and 
speed — espe- 
cially good on 
the long 
straights* 


Above: Not all the Forest locations 
have snow, though; some achieve the 
seemingly required level of toughness 
just from the layout alone. The tight 
bends of this track, in particular, 
must be negotiated with care, using 
good, thoughtful braking, and about 
2 miles per hour. 


Below: The blue wibbly thing on the 
Space terrain, pictured here, is a Glad- 
iators-style flooring which causes 
your car to wobble from left to right 
as you drive over it. A bit like a cattle 
grid, except that your car hasn't got 
hooves, obv. 


POWER BRAKES 
Boosts brakes, 
rather obviously 
— but I never 
use the brakes, 
so its effective 
ness is 
unknown.* 
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TOTAL CONTROL RACING 


The Sports terrains are classics in their own right; nothing new, simply damn good fun, 
leaving the innovative stuff to the likes of the Alien and Space terrains. Here's an 
example of a Sports level — | hope you enjoy it, because it took me ages. 


Pick-ups, the little blobby things 
that float up and down around 
the tracks, can be... er, picked up 
for added grip, acceleration, 
money, and some other things. 
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Oil spills are particularly 
nasty areas to keep an eye 
out for. Attempt to accelerate 
or turn on them, and you'll 
spin off before you can say 
‘Damon Hill’. 
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Watery patches like this one litter 
normally easy corners and straights, 
making them treacherous in one fell, 
er, splash. Avoid, because they slow 
you down to a crawl. 


Sandy areas, where the blessed 
stuff has blown onto the track, 
are great levellers, because they 
slow you down. There's no knack 
to them, really — just keep going. 
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Road traffic cones adorn oth- 
erwise cuddly and cutesome 
areas of the road, and not 
only do they get in the way 
of your vee-hickle but they 
damage it too. 
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At every crossroads, keep 
going straight on. It’s the law, 
as observed by Team 17. The 
rule’s more apparent on here 
than, say, the snowy Forest 
terrain, but you get the gist. 


It's not always easy, but it’s 
feasible to short-cut some cor- 
ners by nipping behind the 
tree onto the grassy knoll. 
Slow, but sometimes effective. 
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And lastly, where would we be 
without the obligatory Team 
17 advertisements at the edge 
of the tracks? They do noth- 
ing, really, except — obviously 
— advertise Team 17. 
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Above: Many of the later circuits 
employ a special layout feature which 
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| laughingly refer to as ‘the splits’. 
The road divides into two, goes 
around a bit, and then re-converges 


later. The lanes are both displayed on 


the screen at the same time, cleverly, 
which means in a two-player game 
the two cars can go either way. Each 
has its advantages and 
disadvantages, as you can see here. 


Be uy 


ATR only offers you three different 
vehicles to test your driving skills, 
but they cover a pretty varied 
ground in terms of performance: 


HYDRA BUGGY 


This good all-round vehicle 
provides good to average perfor- 


4X4 JEEP 


mances on 
most courses, 
and it’s great 
to start off 
with. It costs 
more than 
the Jeep, but 
you can use 
it well on any 
terrain. 


Excellent for cross-country and 
hardy terrains. It’s also a good bit 


cheaper than 
the others, 
leaving more 
room for 
improve- 
ments with 
the remains 
of your initial 
cash. 


FORMULA SPECIAL 


An aerodynamic mean machine, 
the Formula really cuts up good on 
road (Sports) tracks. Be careful on 


other 
surfaces, 
though! 
Think hard 
before start- 
ing with this 
car, because 
it’s expensive 
icelem 


-—— ----< 
- - 


— ————>- 
—_————— 


> 
SSS: 


SS: 


—_——- 


—-s -2-<—- 
—— 
—+ —<« 
ae ee Sr a ee a Ne eS a 
—— es ee oe ee --S  - e 
ee ge ae ey ee ee ee a eee 
——e— — -—-—- 
” * 
—— --——— 


—-— ——- 
——— —>-2-+ 


=| _ > : 


ATR's learning curve is quite steep, so 
it starts off hard and becomes, well, 
like this. Eventually the tracks 
become so fiendishly twisty and 
turny that you spend the majority of 
your time going about 5 mph trying 
to make the corners! So, if you want 
speed, try the Sports or the Space lev- 
els, for lots of long straights ripe for 
the taking. 
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Team 17 is one of the very few com- 
panies never to have produced a com- 
puterised footy game; but it’s come 
close with ATR, believe it or not. The 
League option is for three to six play- 
ers, working on a head-to-head Battle 
basis, and each winner gets two 
points, with a point each in the event 
of a draw. You can even save the 
league, and continue at a later date! 
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Especially in the Forest stage, where 
there's a plethora of little poles fenc- 
ing off out-of-bounds areas like gar- 
dens and forests, you sometimes find 
yourself flying off a water jump 
slightly askew, right into somebody’s 
back garden. And it’s damned diffi- 
cult to get out; but the advantage is 
that it does happen to the computer 
player too 


R E V I 


THE VERDICT 


ATR does exactly what it set out to 
do: to answer the criticisms put for- 
ward for Overdrive. That game was 
great for its time, but ultimately it 
lacked realism, it was a bit samey, 
and... well, it was a bit too ‘clean’ if 
you know what | mean. By that mea- 
sure, ATR couldn’t be much less Sou aa 
clean; throwing muddy tracks, snow 
and ice, and tree-filled forests at the 
player, with bumps and obstacles all 
making for realistic handling. Team 
17 has held back ATR, despite having 
an almost completed version for 
some time, and most of that times 
has been spent tweaking the many 
and varied tracks to increase the 
playability, and the ‘fun factor’, if you 
will. And I'm sure glad that it did, 
because even now, after the tweak- 
ing process is complete, ATR is a 
bloody tough cookie. The Sports 
tracks, which are the first to appear 
on the selection screen, are relatively 
simple to navigate; the track is wide, 
and there aren't too many obstacles. 
But if your joystick slips and you acci- 


dentally (or, sinisterly, on purpose) 
select Forest terrain — for this, Sports 
and Canyon can each be selected at the 
beginning — then you'll be in for a nightmare. Most of the 
ground is covered with snow — so any signposts are cov- 
ered up, the ground's slippery, and many of the obstacles 
are disguised as, well, snow. Canyon, too is difficult; 
because it's filled with slim tracks, surrounded by huge 
rocks and canyon walls (which tend to be somewhat unfor- 
giving in a head-on collision). The one-player mode is sim- 
ply a succession of different tracks from a variety of 
terrains; but | want to talk to you about the multi-player 
Battle mode. It is, quite simply, excellent; providing you 
pick a Sport or Space track which give you enough room to 
whizz around and have fun, rather than avoiding obstacles. 
When you first buy ATR, you'll find it annoying, but when 
you get into the game, it just gets better and better. High- 
ly polished, well-presented, nicely-executed. Great. 

An A1200 version isn’t on the cards, but it's likely 


that some semblance of a CD32 version is — 
although nobody knows what form it will take. 
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‘Life, is the name of the game and | 
want to play the game with you. 
Life can be terribly tame if you don't 
play the game with two’ — wise words, 
muses Harry Attrill, particularly if ‘Life’ isn't in ? . 
fact the name of the game, but Roketz, er, is. en 


o, ‘Roketz' Bugger me! A tele- 
then. An _ port. Dai-boy will 


: never know =: a, eee eet, —— ———— ay, 
(nausPt- what's hit him! ‘ .. i veren cuwen iN mune 1 - 


cious title. The phonetic ; eo re 4 
spelling of di band, wi f - a @: Jas ee 43 
pelling of any word in common band, with a 7 a LF Gs Sie ae | 
usage to circumvent potential copy- kazoo, a guitar & BTS \ Coane aa Ae si gees AO} 
righting and patenting problems, or and cymbals g0e wan 
as is just as likely in this particular strapped to its 


case, in a pathetic attempt to appear knees, and Fly-Hard- Re 
trendy, is crass and displays a wanton er is some sort of gig- — 
lack of imagination. The word, chaps, ging apogee, in a Pink Floy- 
is ‘Rockets’. Couldn’t you think of dy kinda way, complete with 
anything else? | mean, there isn’t light-show, lasers and great dollops 
even anything particularly Rockety of atmosphere, then Roketz is a 
about any of the ships in the bloody good Hawkwind gig; alterna- 
game. The crassness motif is _ tive, limited and a bit quirky, it’s true, 
underlined by the plot, which but with with a style uniquely its 
would grace the back of a own. A pretentious prat might say 
cigarette packet, but which when that Roketz is tinged with post-punk 


spread over several screens is re-assessment of a post-holocaust Be a 
revealed civilisation, when | This is your equipment screen. And here is your equipment. 1. Choose your 
for what ht Re a ship. 2. A load of rhubarb about your kite, or indeed anything else you 
; 4 select. =. Dosh to buy lovely toys with. 4. Prepare for action by choosing 
is, namely gone a celestial dias- | how much Health, Fuel and Ammo you want to carry. It all costs money of 
puerile non- pora and the galaxy is [| course. 5. Each ship comes with its own special selection of weapons and 
sense. Which, now populated by | Stuff. Here! am deciding to equip misself with a shield to help bounce off 
walls, plus some excellent homing missiles. 6. But which control method? 


OC CO 


when one comic-book outlaw 
considers that Bice tribes, killing for 
what we actually 5 6 ote ee ie fun and a’ 


have here is a decent two- worshipping 
player game, with scrummy graphics gravity, the Big G, to whom much 
and at chicken lickin’ low price, ‘respekt’ is er, due. Or something. But 
begs the question, why bother? as | am an unconvincing pompous 
But enough of the carp course, prat, I’m not going to say any of that. 
fellow fish-keepers, and now Look, you’d best be gutting and fil- 

for the smoked salmon and _leting this introduction my sweet- 

some _hectically mixed_ ings, bin all the visceral waffle and 

metaphors in a creamy dill- take my word for that fact that 

sauce. Remember Aster- despite the underlying silliness of mm an But 2 tineM 
oids? Well, if Asteroids its premise, Roketz is a rather . 

was a sort of one-man- good game. Ah, but why? (*) 


AIRBAG NOT INCLUDED 


Babe! Conti- MFB (military) 
nental Mark IV 700S Platform B 


BASS 009 


What you want to do is find a nice friend, pick yourself one of the groovy 
little ships and go a dog-fightin’ and a caterwaulin’ through the catacombs. 
You'll be going ‘arghh’ and waggling your joystick futilely like the Sikh pilot 
out of 633 Squadron when, mortally hit by some sod's last desperate hom- 
ing missile, gravity plucks the very gizzard from you and sucks you scream- 
ing into a solid wall of rock. Here however, | have decided to attack Matt 
while he is re-fuelling. Just call me ‘killer’. 


And here they are, the little darlings, your ‘Roketz’. 
Go on my loves, plump for any one of the above, 
because each comes complete with its very own 

daft name and entirely fictional combat history. 


THE AIRDUCT. Lo! You won't behold a whole level like this, with ships 
and pick -ups and everything all at once, but brethren, it seemeth a 
holy thing doth it not! Canst thou spot the arrows scrawled along the 
edges of the level? They show the way to go if you fancy setting a 
fastest lap time. Which is something | nearly forgot to mention. 
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SHIELD: Maketh thee 
invulnerable for a few 
nano-seconds 


©) HEALTH: Maketh 
thee whole again 


a Buggarrrrh! 


FUEL: Filleth thee 
a right up to thy brim 


among c 


Die foul Celt from 
the Scree Zones! 


This looks nice and soft... 


eo 
Military jet 
and my fave 
w* 
X-TRA LIFE: iIthangyow! 
Gnnnnnn! 
” TURBO: This accelerator needs to 
‘Gy approached with caution 
Butter fingers! 


> 
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As a one-player game, Roketz is 


pretty worthy, but ordinary. The 
graphics are more accomplished than 
we have any right to expect in a 
game at this price, and the sound 


throughout is well above average. | ary PPB ae 
particularly enjoy the swooshing nois- alae 


es, which put me in mind of the le 


beginning of many a Hawkwind track 
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— and yet taking on your computer 
opponent is a bit, well, pointless. The 
CPU player is beatable, if frustrating- _t RA PI HICS 
ly smug at first, particularly as you | 
wrestle to master the controls, but 
pretty soon you'll be blasting seven 
shades of bottom-brownies out of 
the elusive little swine. What the one- 
player game lacks is unpredictability. 
Only the saddest of bears will wish to rs ee 
continue playing alone for too long, ‘ES 
because the best thing about Roketz 
is that it demands the participation of 
another warm, companionable, falli- 
ble, emotionally volatile biped. And 
preferably one who is a bit crappier 
at games than you are. You might 
need a few goes against the comput- 
er in order to get the hang of things 
but, my dears, it's got to be said, 
Roketz is a lovely little two-player game. 

Yes, Roketz has got pointless heroism, and plenty of beau- 
tiful deaths. Yes folks, we've had more fun with this game 
than just about anything save PGA Euro Tour, but com- 
parisons between the two games are invidious, and | only 
mention PGA because | can't think of anything else to say. 
At just over an Ayrton for this limitless fun, | reckon Roketz 
should be subject to some kind of compulsory purchase 
thing for all AGA owners. Having said that, I've just thought 
of a snag-ette. It's not that Roketz is only available from 
Exclusive PD, but that because it’s AGA-only, it’s a bloody 
shame that half the country's Amiga owners will never be 
able to play it. Still, you can't have everything. Or indeed 
anything at all, if you've got an A500. Mind you a CD32 
version is ‘possible’ if sales go well and so if it's plenty of 
hot two-player action your after, | say buy this game. 
Roketz quaffs an AGA machine’s 256 colours to 
the dregs, so an A500 version is not on, 

although a CD32, er, is. You can get hold of a 


copy by phoning Exclusive PD on 0705 642 409. 
It costs £10.50 inc P&P. Bargain-mungous! 
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Ooh! Ahh! T’would seem the crowd can take 


no more, as premier tenpin bowling champ, 
Matt Broughton manages to knock those 
skittle things over with his sixteen pound 


balls. Nurse! 


t's sad (but probably true) to say 
i that sport in the 90s will be 

remembered as a time for cheats, 
yobs, and drug abusers. We've 
recently seen the world shocked by 
Eric Cantona’s transformation into 
Guile out of Street Fighter 2, not to 
mention that enormous bloke, Shad- 
ow out of the Gladiators, _ 
caught with six articulat- a 
ed lorry loads of cocaine 
shoved up his not-unac- f 
commodating nostrils. 


Of course, more : 
frightening than this, / ¥ 
and certainly more % 
visually repulsive, is / LF 


the news that Andy | 
Nuttall has not only | 
started going weight 
training, but has 
bought a pair of small, 
black, silky Speedo 
trunks to go swimming 
in. Yes, it’s just horrible isn’t it. 
Imagine, if you will, the look on 
the little childrens’ faces, as the 
semi-naked Welshman, his skin the 
traditional blotchy pink and light 
blue, steps from the unisex changing 
rooms like some over-microwaved 
sausage from hell. With a black rub- 
ber ring stuck round its midriff. 
Slipping gently into the kiddie’s 
pool like an inside-out crocodile, The 
Great White Softmint eyes its prey; 
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never blinking, leaving not so much 
as a ripple on the verucca-encrusted 
surface of the water. A thrilling 
thought, I'm sure you'll agree, but in 
retrospect, one that is in no way rel- 
-. evant to this intro. Shame that, 
5 eh? | could've slagged off Andy 
Kingpin doesn't 


for ages. Still. 

‘a feature Andy in his 
posing pouch, but it 
; does feature large 
balls (and believe me, 
that sentence could 
, \._ so easily have gone 
. horribly wrong). 
\ There’s no way to 
4} make it sound 
+) amazing, because 
¥ Kingpin is, quite 
simply, a tenpin 
bowling game. You 
can play on your 
own, with up to five 
Opponents (human or CPU), 
OFf participate in an Arcade 
Splits Challenge (more on that 
rather painful-sounding sport later). 
It's as simple as you like, damned 
pretty, and as cheap as they come. 
But ‘Ah’, | hear you, er... exhale, ‘is it 
any fun to play?’ Well perhaps you'd 
like to put on some horribly unfash- 
ionable shoes filled with window 

cleaner, and squelch this way. 

believe lane 17 is now available... 


SPORTS 
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HOWLING 
BOY 
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In another screen shot extravaganza 
we see the not-attractive scorecard. 
For those of you unfamiliar with the 
scoring system, a dash means no pins 
were hit, while a slash indicates that 
all the pins were cleared. A large cross 
is used to indicate a strike; which is 
why you won't be seeing any of those 
in my screen shots. 
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Above: As well as the standard tourna- 
ment games, you can get involved in 
an arcade ‘spares’ game where you're 
presented with a number of randomly 
chosen nasty splits and tricky pin 
positions, along with a specific num 
ber of ‘lives’ or misses with which to 
clear the decks. You get a number of 
points for each hit, and even stand 
the chance of getting onto a high 
scores table. Phew, crikey! 


Right: As in real bowling emporia, a 
plethora of thrilling and chilling infor- 
mation is available at the speed of 
light. After your first ball has sodded 
off, a small trifle of an overhead dis- 
play appears, showing which pins 
remain, along with a handy, nay help- 
ful, little arrow showing you exactly 
where you need to aim to clear the 
lot. Er, probably. 
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Right: Tenpin bowling 
might not seem the sort of 
‘sport’ that demands a 
whole lot of statistical anal- 
ysis, but statistics you shall 
have. And right up to your 
armpits an’ all, mate. | 
won't patronise you by 
telling you about what you 
can already see, but let’s 
just say that this is the 
place to come if you want 
to check on how many 
strikes, pairs, and slits you 
have. Oo (and, might | ven- 
ture) er! (Eh? — Andy.) 


PLAYER STATISTICS. 


GAMES PLAYED ¢ 
MATCHES PLAYED 
HIGHEST SOORE 
LOWEST SORE — Al 


AVERAGE SCURE 
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Left: Just in case you're a particularly 
enormous egotist, you can call up an 
action replay of any particularly tasty 
shots by holding down fire after each 
ball has gone. This is, er... great, and 
allows you to dazzle your friends 
time and time again, adding your 
own commentary where necessary. It 
also comes complete with a nice big 
‘R’ in the top left 
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WN 0 8 86LasT 0 
WON Lost 0 
Ne of — Splits 
Naot Strikes 
Neot Spares 
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Maximum Number of Strikes in a Match 
Maximum Namber of Consecutive Strikes 


Overall Ranking 


Semi-Pro Bowler 
m Exit 


The controls for Kingpin are sim- 
plicity itself. Left and right moves 
your player into position, while 
up and down moves the ‘power 
arm’ in the bottom right. Once 
you're happy with the selection, a 
pa.) east tap on the fire button produces a 
SMAI SD pith dinky little arrowhead that zips 
= ete! back and forth in front of you. 
The more powerful the shot, the 
faster the arrow moves; making it 
that much harder to be accurate. 
It's basically nothing more than a 
reactions test, but then again, 
there is the spin... 
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By pulling the power down to zero, you can cycle through the differ- 
ent weights of ball available. As in real life, the heavier the ball, the 
more impact it will have; although this will limit the amount of spin 
you can put on the ball. It’s in situations such as this example (i.e. with 
a tricky split) where a lighter ball is more useful, as by pulling left or 
right after the ball has been released, aftertouch can be put on the 
ball, swinging the little divil all over the place. 
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The computer has a number of skill settings, ranging from complete prat to 
complete git, while a little flashing chip in the top left lets you know when 


it’s the CPU’s turn (in this case, my cat, Pookie). Anyone who's actually seen a 
real pro in action will no doubt recognise this, the familiar ‘steam it down the 
right side and then bend it in at the last minute resulting in a strike’ 
technique that the buggers always beat you with. Another good reason to 
use the lighter ball, methinks. 
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The standard Amiga version will be released at 


. the same time as the A1200 lad, and will be iden- 
| tical, bar the sampled speech and sound effects. 
The CD32 also version will be released (@ £14.99) 
 AS/600 | and, unlike the A500 thing, will feature all the 


! ‘sampled speech. Brilliant eh? 


4EFORE THE WAR 


So old toilet-seat head is back is he? And this time he's before the war. Harry Attrill wan- 
ders around this dismal castle shooting the breeze with just about anybody, just in case 
they try anything funny ‘in tongues’. You may only wake him when the action starts. 


o this is a ‘prequel’, is it? 
& Where once there was simply 

Valhalla, now there is Valhalla: 
Before the War. This time instead of 
an animated toilet-seat, with Tardis- 
trousers (how else can | have been so 
keen to remind you all that anything 
which wasn't nailed down, was like- 
ly to turn up ‘in my pocket’) I play a 
gravel-voiced garde-robe, galumph- 
ing its way morosely around a dan- 
gerously ill-lit tile show-room. Oh joy. 

No but seriously, look, and indeed 
lo! For | am the Lord of Incontinancy 
and I'm going to wipe my brother, 
The Brown King Garamond (arse 
name for an arse fella — Matt.) from 
the face of this earth. See, | have the 
six disks, and the four levels and I'm 
not afraid to use them! Up you. Ever 
so softly. 

Mind you, Miss Galore, this time 
(‘more than any other time’), despite 
the fact that that ‘Valhalla’, hall of 
the gods etc., is located in Scandi- 
navia, if it's anywhere, I’ve got this 
enormous, great hairy-chested, secret 
agent of an accent, which is appar- 
ently because my voice-parts belong 
to a Scottish person. Sadly the 
‘Govan’ twang is also a wee bit 
ungovernable, and is oft heard to 
mutate into something altogether 
more Carlsbergy. Marvel, then, as | 
report in my best clipped 007: ‘It’s an 
altar’; ‘it's a book’, or ‘it's an egg’. 


This here is the king, tending to the little prince. 
At least there’s a bit more colour on level four 
(green). | really do think the word ‘puzzle’ is used 
too loosely to describe this game; it’s just 
plodding around and dropping stuff in front of 
people. | can't believe I've persevered this far. | 
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And then my vowels go flatter than a 
Yankee pancake covered in maple- 
syrup for ‘it’s a plaaaaaynt’. 

But hey, the programmer has very 
thoughtfully included a ‘limit speech’ 
option so that incidental dialogue can 
be avoided. It’s a bit of a pity no bug- 
ger thought of adding a ‘Valhalla- 
limit’ option, so that two almost iden- 
tical games could be avoided. 

It’s not all bad cess, though. F’rin- 
stance, because BTW happened pre- 
vious to Vulcan’s release of the earli- 
er, subsequent version of Valhalla, 
this time they've decided to let you 
skip the the intro; a device well worth 
incorporating into The One you're 
probably thinking at this point, and | 
can’t say | blame you. But personally, 
| think it’s a bit of a shame, 
because if they'd _coossil™® 
thought of doing 
this before, then 
why didn’t they do 
it in the first place? 
That's what | want to 
know. Oh yes, the 
‘instant death pits’ 
have gone from BTW. 
Or maybe, as this is 
meant to be historical- 
like, they just won't be 
invented until later on. 
In Valhalla, | mean. Ver- 
dict! Here boy, here boy! 
Verdict! Fetch! (*) 


stupid. 


The eclectic mix of items to discover detracts from 
the already tenuous sense of ‘atmosphere’. After 
finding a tape-recorder and a cement mixer, the 
molecular converter seemed quite natural in this 
dungeon. | guess it wouldn't seem so stupid if it 
was funny, but as it isn't funny, it just seems well, 
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Above: The note that you see at the 
foot of this vampire’s grave is your 

main method of communication. 

Basically, you pick them up and use 
= the look icon every time you want to 
repeat the inscribed words. It’s all a 
case of finding the right person to 
recite them to. 


Left: Scraps of information can be 
gleaned from books scattered 
around the levels. | just wish you 
didn't have to pick them up to 
look at them. They serve no purpose bar 
giving information and you only have to put them 
down again as your nine inventory slots fill quickly. 


Here's just one of the great puzzles on offer. First, 
walk around to find a playing card. Next, walk 
around some more to put this on the gambler’s 
grave and you'll earn a snail (don’t ask me why). 
Dip the snail in Vaseline (more walking) to turn 
him into a racing snail (obviously). Walk back here 
and race the snail and... zzzzzzzzzz 
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Z nd of the game, BECAUSE IT'S 
) BLOODY BORING! Once | spent 


oa | s, getting the ingredients to 
5 cake for the maid, who 


Here is the carpenter. He has a present for the king and you need it. Unfortu- 
nately, the despicable Lord of Infinity is totally unwilling to tell a fib and 
won't claim to be the king. He needs a potion of lying 

to do that, bless his little heart. 


This is one of the many tombs dotted about 
on all levels. The puzzle here consists of read- Ai wy 
ing the, er... tombee’s name, and using it as 
a cryptic clue to work out what to drop on 

it. This will give you another item, proba- 
bly to place on another grave. The same 
pot plants, or ‘plaaaaaaynts’, make an 
appearance on all levels. And they said 


Variety was dead. ee 


ganuesaneaaan0, t, he just said ‘only joking’. Side- 
) g stuff eh? And that’s just one 

ng example of how the 
01 3 fin this game fails miserably. 
j, the game is dismal. And 
, it's a dismal copy. And 


or Gee 


g . on, two identically dismal 


ke anything, it's ditchwa- 
2 limitations can work if 


am 


eat =e 


ae 


seg on a 
7 is too faint. OK, so games-speech isn 
ce does drone on terribly. if you must pl 
», try Beneath a Steel Sky on CD or B 
i. at £34.99, this is one talkie you wi 


aye 5 


¥ = % 7 This here’s a variation of the tomb puzzle with skeleton names 
_, giving you a cryptic clue (they say a change is as good as a rest). 
% . Looking at my inventory and his name, I'd never guess that | need 
to use the bone. The other skeleton is called Norse Warlord Angry 

_ _.. Hours. He’s looking for a crucifix and a watch. Clever play on 

WW words huh? ~~ Cross? Arse? 
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These soldiers demand a 
drink before helping you. 
You have to take all four 
cups to the ale keg, put , 
one down, use the keg, EGR SRS I 
pick up the cup and then 
do it three more times. 
Then they ask you for 
food, then drink again. If 
| really were the Lord of 
infinity, I'd like to think 
that | could deal with 
these yobbos a damn 
sight more smartly. 


. 
oo < 


We're not sure if V:BTW will appear on the 
larger machines. If it did, then it would simply 
be more green and brown in 256 colours. 

Probably. 
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realise that a lot of you must be 
wonder what on Earth we’re 
doing re-reviewing a game that, 
apart from being about four years 
old, is extremely well-known in the 
world of Amiga. We ourselves have 
often referred to Speedbal/ 2 when 
looking for comparisons with games 
such as the Brutal Sports Football and 
Wild Cup, but there is a reason for 
this almost retro-review. The fact is 
that many new CD32 owners, who 
perhaps aren't familiar with SB2, 
might not be aware that although 
this is now an elderly game, the re- 
release on CD32 offers them a real 
chance for top fun. 

In fact it’s surprising how well SB2 
has aged, and when put up in com- 
petition against the aforementioned 
Brutal Series offering from Millenni- 
um, wins by a fair margin. But any- 
way, I’m going into ‘Verdict talk’, so 
let us — for the sake of those who 
don’t know what Speedball! 2 has to 
offer — have a little looky... 

The game of Speedball is a pretty 
simple one. Two opposing teams of 
. nine players must use 

:"} any means, fair or 
foul, to get the 
ball into the 
enemy goal. 
The ball can 
== be carried, 
. lobbed or 
%, t hrown, 

“making 
“. use 


‘Ello ‘ello ‘ello. What's all this then? If I'm not very much mistaken it's an 
old Amiga classic that's now available for our new CD32 chums. Matt 
que has another look at the game that spawned a Beoweand clones. 
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As well as scoring points for direct [=> 
goals, bonuses are awarded for hitting | 
specific targets on the arena walls, ef 
such as this rows of stars. Light all of [ 
them and a big bonus is coming your 
way, while other single targets award 
the odd point here or there. Above the 
stars you can see the warp tunnel 
which transports the ball to another 
tunnel opposite, while the ‘loop-the- 
loop’ contraption below offers yet 
another points possibility. 

of wall rebounds and various pitch 

features (more on that in a mo’). 

Of course, that would make for 
fairly boring play, so Speedbail/ 2 
allows the players to beat the crap 
out of each other. Each player has a 
set of eight statistics, pertaining to 
such abilities as speed, stamina, intel- 
ligence, aggression and power. 

Using coin icons collected during 
matches (these just appear randomly 
every now and then) the players can 
buy equipment to improve these 
stats. Chest guards, power gloves, 
speed boots and the like can be 
upgraded time and time again, so 
that by the end of a league you've 
got yourself a right bunch of ball 
bashers. There’s also a transfer mar 
ket, and should you have enough 
dosh saved up, can purchase from a 
number of hardy pros that peri- 
odically become available. 

Of course the most 
fun, though, is to be 
had simply by punch- 
ing, sliding and barg- 
ing other players 
about, so enough waf- 
fle, let's get to it! 
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om it's transfer time! Quite often after a match you'll be 
informed that there are players available on the transfer 


in yellow . By market. As you can see, by way of comparison their skills are 


‘Galacting apscitt wrens Ten: Wtes seeed Boot 
) you can increase each skill to a point — shown by 

the orange area. As the players become more 
experienced, their allowance increases, or you can 
save up and have a dabble in the transfer market... 


generally a fair improvement on your standard team. 

This forward has impressive defence, speed and stamina, but 
costs 1175 credits. Unfortunately, I've just spent most of my 
wonga on the new right-winger with the shades and earing. 
Pah! Just my luck. 
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Considering Speedball 2's age, the | 
first thing that strikes you 
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The status panel at the base of the screen displays a plethora of information, 
including scores and game time remaining. It also has a strength bar, show- 
ing the currently active red or blue team member's health. You may have 
noticed that there’s no blue bar actually shown here, which is why I'm being 
dragged off the pitch by my legs. Suffice to say, you need fairly tough play- 
ers once the league gets going. 


Weer eee = As the leagues and cups progress, 
— your team builds up a comprehensive 
list of statistics (not very impressive 
here I know, but | was trying to play 
and take grabs at the same time!) As 
well as being useful for checking up 
on your general performance, it’s also 
a good place to compare your team 
with your next opponent. And a quick 
look here shows... yes, I'm about to 
get thrashed. Excellent. 
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Smug gits these CPU teams, aren't they! Yes, after each and every goal (and a 
quick glance at the scores will show that we've seen a fair old few this 
match) the scoring team celebrates in style. First up is a slow-motion replay 
of the last few seconds leading up to the goal, and then the scorer takes a 
tooth-filled slide while the other members of the team get down and shim- 
my. Unfortunately, you can’t punch them during this part of the game. 


S 


As well as cash icons, special powers-ups appear over the pitch from time to 
time, and once collected do anything from freezing the opposition to warp- 
ing the ball to your most forward player. Specific player statistic power-ups 
can also be coilected (i.e. Power Gloves for throwing ability, Bitmap Shades 
for aggression, etc.). But be warned, the CPU is generally a lot more efficient 
at grabbing these than you are! 
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Matt Broughton is one of the few people in 
the office that appears to have ever played 
chess with any regularity. That's about as 
much reason as we need to put him in the 
corner of the room for a few ‘interesting 


days’ with this little offering. Have fun mate! 


‘exactly fit in with the [ies 

image | generally try to [os 
project, but | used to belong to | wun 
the Upminster Library Chess [iee: 
Club. Every Wednesday night, ee reign 
I'd cycle up to the strangely [ie ee 
plastic-smelling building (you [ia 
know the one, just past the [aw 
park by the lavvies) and get [eae 
down to some serious ‘Queen [= 
takes Pawn, King 4’, er... stuff. [7 

The only two exhibits | offer 
itt my defence against the ‘sad 
police’ is that, (a) | was only 
about seven, and (b) after the 


that this doesn’t 


the standard set, viewed in 2D, with - 
the clock counter and a brief summa- 
ry of moves to the side. Should you 


Nothing very clever to say here. This is | 


second week we broke into the 
stationery cupboard and subse- 
quently renamed the club ‘The 
Upminster Childrens’ Association 
For Playing War Using Elastic Bands’. 
Ah, happy days... 

Anyway, TCCS is an extremely 
competent bit of chess software, 
with an impressive amount of 
options going for it. You get com- 
plete control over such elements as 


the computer's skill, the time it takes 


for each move, how many moves for- 
ward it'll look, and even whether it 
opens the game with ‘unusual’ selec- 
tions or ‘common’ moves popular 
with strong chess players. 


_ There’s an on-board database 


packing some _ 15,000 _ individual 
games from some of the worlds 
finest players, including Pol-’ 


Short (ahem!) This allows 
you to load up specific 
key points in historical 

games and join in, 


car, Korchnoi, Larsen, Kas- 
parov, and, of course, the 
English ‘supremo’ Nigel , i 


You can view the 


games in either 2 or 
3D. | personally find 
things clearer in 2D, 


but should you 
fancy a bit of 
graphical ‘excite- 
ment’ you can 
load up pieces 
from ‘Space 
Chess City’. 
Cwor! It's just 
like watching 
\, Star Wars. 
} Only not. 


feel the need to tinker with things, a 
huge bucket-load of options can be 
called down from above. 


testing your own style of play within | 


involved positions. 


Single player games can be tai- | 
lored to suit your needs, also allow- | 
ing you to make things easier or | 


harder for yourself by, for instance, 


forcing yourself to play a piece: once | 


you've clicked on it. 


The computer acts as a supervisor | 
while two player human games are | 


taking place, warning illegal moves, 


as well as making suggestions and | 


performing automatic ‘special moves’ 


such as Castling, En Passant, and. | 
Guile’s Flash-Kick. Incidentally, that 


last one’s a joke. Okay? 


tHE VERDICT 


First things first — ignore the sound 
and graphics mark. If you're even 
half-interested in playing an intelli- 
Publisher: Oxtord Soft. 


Developer: 
In-house 


gent game of chess you won't care 
what it looks like (although there's a 
disk full of loverly graphics), and as 
for sound, might | suggest Vivaldi's 

Four Seasons. Yes, The Complete 


£14.99 Out Now 


Mouse/keyboard 


Joystick 


beat-'em-up. If you ¢ — 


interest in chess but “ oo aes 
like to have a bash one day, this is the 

sort of package that will be é a 

purchase from. 2eginner 

to when you consider yor 


old master. If there, are are any | real chess # 
know-alls out there, you'll really enjoy < 
being able to load up specific historic — 


battles and joining in at particular 
moments in the game (on the winning — 
side, obviously). The various displays 
and text info layouts are comprehen- 
sive, while the control system is easy © 
ndly. There are a host of — 
easily accessed “options, allowing 
cheats to easily take back the last cou- LE Sebcieaie 
ple of moves with a flick of the wrist, 
or even swap sides just as the com- | 
puter is about to win. we 6 for the atl . 
ous player hints . and ste ; 
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replays are available, an id ‘you ¢ can have r move recaps con- 
stantly updated and not: tate d ‘on-screen if you use a smaller 
board. The half-hearted rd ress player might find it interest- 
ing to see what the data base ‘Says about them and compare 
their moves to historic games. Not everyone will care about 
this sort of option but they do give you something to sod 
about with. Ultimately, a computer chess game is only as 
good as your own game of chess, but I will say that TCCS is 


the most instantly friendly and playable offering around. 


RACKNEY'S 


“The Ultimate Platformer For Your CBM 


Amiga” Aha ha ha ha! 


Matt Broughton 


laughs heartily at the ‘slightly inaccurate’ 
claim on the front cover of this piece of poo. 


Now wash your hands. 

oo is a top word. Not a stun- 
Ff ning page-filler of a word | 

know, but a top word 
nonetheless. Its uses are myriad, and 
perhaps best of all, it’s 
accepted as a valid 
medical term. It is 
then. with some 
excitement that | , 
dust off my ‘poo\ = 
dictionary’ in = i 
readiness for the ( 
forthcoming \% 
review of Rackney’s “ 
Island — a veritable 
plop-fest. 

The plot follows the | 
gameplay in as much as > 
it’s completely predictable 
and unoriginal, and tells the story of 
an evil beast called Hogar, who has 
put six beautiful islands under his 
wicked spell. Er, other than that, 
there’s not a hell of a lot available in 
the way of plot (and | stretched that 
out a bit!) 

Rackney’s Island is a sim- & 
ple left to right platform > 
game, with you jumping 
from tree-top to stone pil- 
lar, avoiding spikes and 
nasty snails, monkeys, 
worms etc. in an attempt to 
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The first Gidcoftevel guardian you 
encounter is a kind of ‘Frankenstein's 
Tree’ affair that moves back and forth 
throwing rolls of Astroturf at you. 
Anyone who’s ever picked up a joy- 
stick will kill this prat on their first 
go, at which point it flashes a couple 
of times and then disappears. Hmm, 
exciting graphical effects wanted. 
Apply within. 


ae 
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get to the end of the level, where a 
guardian is waiting for you to hit him 
20 times so that he can flash slightly 
and then pop off down the pub for a 
swift half. 

Along the way you can choose to 
snoop around for gems and bonus 
icons, or simply peg it 
as fast as possible to 
the end of the level 

for a time bonus. 

This is a bit of a 

mistake pro- 
sy gramm ing- 
2 PF wise, as | can 
ar — guarantee __ that 
a / after a few minutes 
| is play, you'll just ignore all of 
™ the baddies and jewels in 


rs 


favour of simply finishing the 
game. Quickly. 

lf | stopped my intro here, | 
wouldn't be far off having told you 
everything, and therefore... 
| thank you. 6 


The End. 


An extremely exciting moment in 
Rackney’s Island, simply because 
there's a different palette used other 
than brown. Here in the castle, spin- 
ning blades and ghosts introduce the 
first use of a strange 
new colour called 
‘white’. 
Fortunately, | 
can spin onto 
my head and 
spit purple 
ball. Phew! 
That's lucky 
eh? 
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THE VERDICT 


It’s very rare that | award a mark 
under 25 percent (i.e. below The 
One's “Rubbish. Offensively low qual- 
ity.” mark) but you know you're in 
trouble with a review when the most 
positive thing you can say about the 
entire product is that there’s a nice 
static intro screen at the beginning 
(and, incidentally, even that's ruined 
by a dodgy tune). Yes, Rackney’'s 
Island is absolute crap. If this had 
arrived in a bundle of ‘PD Zone’ 
entries, | would still have given it a 
hard time, and the budget price of a 
tenner goes no way towards making 
this of any value to the punter. The 
gameplay is the most unoriginal ever, 
with mushrooms whose heads you can 
jump on, platforms that dissolve, 
deadly spikes, etc. etc. etc. The real 
killer, though, are the graphics which, 
for some reason, favour dark browns 
and greens rather than the usual 
‘pleasant colours’ we've come to asso- 
ciate with games. The sprites are also 
moy drab, employing a sort of ‘Card- 
board-Cut-Out-O-Vision’ throughout. 


The background parallax scrolls quite 
smoothly, but whereas most developers 
generally spend a large proportion of their 
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Now then, if you look really 
hard, there are a few ‘interest- 
ing’ things in amongst all that 
brown, er... 
brown wasp in the centre, a 
brown monkey on the right, 
and I’m hunched down under 
some brown spikes. There are 
also green and (yes, you’ve 
guessed it) brown gems to col- 
lect. Or you can just play ‘hide 
and seek’ with your friends. 
God, this is crap. 


stuff. There’s a 
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time on the main character, these folks seem to have spent 
about 10 minutes on him and the result is a sad, four-sec- 
tioned, two-coloured (light brown and dark brown) poo- 
drop. The last thing that appears in the game's manual is 
the bold statement “Look out for other great Megatronix 
Software releases!” Er... no thanks mate. I'd rather go to 


the toilet with my trousers on. I'm likely to end up with 
about the same amount of poo on my hands whatever. 


Rack’s Island is compatible with all Amigas, 
although CD32 owners will never have to worry 
about seeing this crap on their machines. Should 
you still want to buy this, Megatronix can be con- 
tacted on (01384) 77172. Are you really sure you 


want to though? 
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eemingly, 
whenever i 
write a review 


these days it often 

begins with a com- 

parison to some 

ancient game or 

other, which was gen- 

erally better than its 
modern, more glitzy, grand- 
child. Kick Off 3, for example, 
was never as good as Kick Off 2; 


_ Rise of the Robots is a mere 


bagatelle in comparison with /nter- 
national Karate+; and Whizz, while 
rather good in itself, draws much 
inspiration from the Spectrum classic 
Head Over Heels. 

| was going to start by saying 
‘Skeleton Krew is not as good as its 
much earlier counterpart, the excel- 
lent Robotron, by Defender creator 
Eugene Jarvis.’ However, that 
game was one of the classics of 
all time, but in reality | oi. 
don’t think Eug, if! 2 _: 


The worlds 
are set, 
seeming- 
ly,ina | 
gigantic ~ ,“ “2 
past-apoca- = = \ 
lypticdepart- +} 
ment store, with | 
each of the levels on =e | 
different floors. And 
they’re connected by a similarly 
large lift, flooded with water, which 
akes you down tothe next stage — 
and whergyou've killed all of the ene- 
mies in there you conveniently arrive 
at your next destination. Next stop, 
haberdashery. Probably. 


JUST, PLAIN RIDICULO 


adly, for those nice people 
Ny from Core, there are loads of 
definite instances of what | 
can only describe as ‘completely arse’ 
design packed inside the ‘curate’s 
egg’ (Andrew Nuttall! | didn’t know 
you had an education — Harry.) that 
people in the know are already call- 
ing Skeleton Poo. In fact, to be hon- 
est, there are very few parts which 
don't have them. Out one day, for a 
quick jaunt through the dung-packed 
levels, | took these candid snaps so 
that you could all have a laugh. 
Ha, ha, ha, ha. Oh my aching 
sides. (Sob!). 
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may call him that, would even wipe 
his nose with Krew. Since | formed 
my early opinion of the game, I've 
since completed it — and nowhere, 
nowhere can | find even the slightest 
trace of imagination from the design- 
ers. Yes, | know that this intro’s 
turned into a ‘Verdict’ again, but I'm 
so hacked-off with Core because the 
buggers managed to take a game 
with so much promise, which we've 
been looking forward to for such a 
long time, and utterly cock it up at 
the final hurdle. 

At the start the graphics are great, 
conning me into thinking that this is 
a good game — to the point that | 
told Susie, Core’s PR girly, that | liked 
it (and | don't normally do that). Now 
I've played it properly I’ve got to pick 
up the phone after writing this 
review, and retract my earlier state- 
ment. God I'm annoyed. 


Nicole? C’est 
Maman! If 
you think 
that you 

“ may have 
seen this sort 
of thing before, 
then cast your mind 
back no further than 
Escape from the Planet of 
the Robot Monsters which was, if 
truth be told, a far superior game. 
Great waves of deja vu engulfed 
me as | walked across those nifty 
tiled areas and shot the naughty 
blighters with my big gun. 


While lots of objects in Krew 
have definite height, indicated 
by shadows, the bullets’ colli- 
sion detection is often infuriat- 
ing. Check out these bullets 
which, even though they’‘re 
fired directly through the alien, 
never make contact. 


Ah, alas and alack; once again a game with great promise, offering much 
in the way of juicy treats and sweetmeats for Andy Nuttall to enjoy for 
the time to come, has evaporated into so much space dust... 
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involving shooting things, there are certain e yemnies that. 


u still despise them, you have certayi Gmount of 
ecause they're particularly hardor jowev «<Gnversely 
are also some which are the underworl uivalerit o geek. 


Ladies and Gentlemen, | present... the flies. Possibly p ther most annoying 
i) enegpy tinge the little horizontally-flying things in Nebulus. Gits, 
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OK, so this beast will follow you 
from left to right, but there is a 
place you can stand (here, in 
fact) to avoid just about every- 
thing. Of course, this is just to 
blast one engine; you need to 
find a similar spot on the other 
side for the left one. 


Most of the mutant aliens in 
Krew appear to ‘know’ your posi- 
tion, but occasionally you come 
across ones which are completely 
dense. These soldiers never 
move, and only fire in one direc- 
tion, repeatedly. So why make 
them appear humanoid? 
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oh oddly-titled Monstrocity _» Not Hard Disk Installable 
Sgaid'because it’s about the bs 
only level which isn't) it's te i JoyktithJoypadiKeyhdard 


» hecessary to jump, or at 


least drop, down from a Meriary Disks 
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b. A Gee | mer t 
. (Circle): One particularly poor aspect of Krew, easily 
illustrated with this grab, is believability (for want of 
* . a better word). The best games have levels which are 
) designed to be believable, you see (or at least, as 
, Ay much as robots fighting on Mars can be). But having 
hic a gigantic space like this and making it impassible, 
while the one on the left is open, is just plain silly. 
Similar instances crop up throughout the later levels, 
which kind of indicates that they were rushed. Shame. 


id to cap it all, it 
eming feature of 
“levels. What might 
‘ t all-out blast, which 
7 evel, soon takes a 
pu zle genre, but 
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AY. one is littered w ade iy iy ater stages, __. ah al 
filled with foul monsters, hit Me surface before J _ 
‘ emerging and chopping you to HY. This little blokey, | } : 
, however, can't quite hide, because his eyes are too big. } a 


But when he does surface, he sure knows how to eat! (: ee ri 
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Here's aqiitk-look at the secorid:tavel, which I believe is called ‘Jun- 
gle’, and has rather hice, if repbtitive graphics. The slinty4voking 


vines and greensty rg all inf the foreground, making quite a neat y, 
+ pee ~effétt as our hero runs behind them. 
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Fling open your windows and kick down your doors, because here come some of the 
finest A1200 and CD32 updates you're ever likely to see. Matt Broughton’s the man with 
the over-enthusiastic intro and the glow-in-the-dark pants. Read on... 


Though | ee has, quite 
wisely, decide@&O spare everyone 
a nine disk swapping extrayagan- 
za and made this hard disk only, 
in honesty, there’s not a hell of a 
lot more to tell you about if you're 
already familiar with the original . 
version. ‘ 

The plot itself revolves around 
a long established human colony, 
desperate to make contact with 
its historical mother planet, Earth. 
As the leader of this New Earth, 
the responsibility of heading the 
aforementioned sojourn falls 
squarely on your shoulders (which 
is rather handy, because your 
character appears to actually 
HAVE square shoulders, and had 
the responsibility fallen ‘roundly’ 
it would have simply slid off). 

It's down to you to bash heads 
with the top inventors, builders, 
pilots, and strategists, in an 
attempt to raise your planetary 
forces and technology level to a 
point where they can stretch their 
little fingers off into space. Your 
time is really split between keep- 
ing the scientists busy inventing 


eunion AGA is, quite — 
unsurprisingly, .Reunion ' 
with. bras$ knobs on. 


) £34.99. 
ite effective as she 
mn strange, but as to 
s worth paling extra 
‘well that’s,really up to 
you. personally ‘not all that 
swayed by speech samples in 
games like this, simply because 
they're not adding much ,other 

than a bit of atmosphere. 

As for the graphic enftance- 
ments, well, agath, they’re nice and 
yes, they are enhancements bat it 
has t be said that don’t really add 
anything to the game itself, which 


‘is after all Why we're here. 


Reunion AGA is still a decent, 
absorbing and rewarding game, 
and features some excellent music, 
but if you've bothered to read this 
far, you'll understand why it 
doesn't really deserve any improve- 
ment on its original score. 


OVERALL: 80% 


BRUTAL FOOTBA 


CD32 @ Millennium @ £9.99 ASHE I [Ser 
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FIELDS OF GLORY 


MicroProse @ £29.99 


ack in Decem- 
ber (an_ his- 
torical intro 
you'll notice — I've & 
just come back off 
my Creative Subbing 
course) our resident | | 
old git, Harry, turned 
his colossal attention 
towards a little strat- | 
egy thingy from 
MicroProse, known 
as Fields Of Glory. It a 
scored a ‘pretty smart’ 77 percent, 
being dubbed as a game ”... 
attempting to bridge the gap 
between out-and-out strategy and 
a simple combat game.” 

The CD32 version is, sadly, 
in no way enhanced, but a 
straight port across the 
formats. Within the game, 
you get to command an 
impressive collection of 
military might through any 
of a number of historical bat- 
tles, following the likes of Napoleon 
as he roams around beating people 
up and sticking large swords into 
peasants. An intuitive control sys- 
tem makes things nice and easy 
throughout, employing the age-old 
‘point, drag ‘n’ click’ method. 

The major criticism that was lev- 
elled at FOG first time round (and 
therefore must be mentioned again 
here) was that it appears to be 
extremely easy, even to the novice. 


io 


What we have here is a very dull 
grab indeed. 
During the course of Harry's review, 
he asked me to have a couple of 
goes, and sure enough, even | 
(with my generally blood 
bath-like strategies) 
didn't really have too 
many troubs. wiping out 
the enemy; even on 
harder level settings. 
This is, then, an identi- 
cal product, with no real 
change of ‘feel’ on the CD32. It suf- 
fers from the same problems as the 
Amiga version, but by the same 
token, is also ‘pretty smart’ for the 
same reasons. 
lf it’s your kind of thing, fair 
enough, but I’m personally not all 
that taken. I'd rather beat up my 
younger brother (but | haven't got 
one). Shame that eh? 
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\ viewed Speed- 
ent ey | ball affair, with 
LORS BOP mighty Viking- 
types smashing 
each others faces in under 
the pretence of playing a 


sport. Power-ups come in 


the form of lightning bolts, impris- 
oning blocks of ice, bombs etc. while 
sword, shields and speedy rabbits 
can be collected along the way to 
improve your chances. 
~ Victory is yours by either 
~ 2 surviving the entire length 
ad | of the match and scoring 


new toys to play with, while your 
exploration forces spread across 
the known systems looking for 
further planets to colonise and 
mine. And that's all before you've 
even met any aliens (of which 
there are nice and nasty versions!) 

This enhanced version really 
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only offers two additions to the 


standard release, namely full 
speech and upgraded 256 colours 
(i.e. this is like playing the full PC 
version.) 

Being a foreign product, the 
most interesting thing about this 
version is the accent of the young 

lady who's been = sampled 
throughout. To be honest, this 


illennium’‘s Brutal Foot- 
ball brings back ‘fond’ 
memories for me 


because it was the first game | ever 
tried to do a piece-together map for 
on The One. All in all, | spent five 
hours on a Friday taking pictures of 
the various pitch positions (com- 
plete with live action, | might add) 
and then another five hours on the 


Saturday trying to make it (Pr: 
all fit together. Phew! 

Well anyway, it’s now 
available on the CD32, sporting 


tarted graphics, an improved con- 
trol method to take advantage of 
the joypad, and some souped-up 


sonics. 


The game itself is a sort of Amer- 
ican Football mixed with a side- 


the most goals, or by taking 

enough of the opposing 
team’s player’s heads off to 

end the match. There are knock- 
out competitions to enter, single 
game settings, or an entire league to 
conquer. 

The main selling point for the 
CD32 version of this little love, is the 
use of the joypad. On the original, 
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ids ‘n’ blocks — they love 
‘em! Well perhaps not 
always, but considering the 


success of ideas like Tetris and 
‘Rubik’s Cube’, you should never 
underestimate the power of a puz- 
zle game. No. 

And with this pointless thought 
in mind, we turn to the CD32 ver- 
sion of Clockwiser; a simple puzzle 
game which, though not exactly 
revolutionary in concept, certainly 
offers something a touch more 
attractive than the average 
puzzler. 

It’s basically a simple 
game of ‘follow the lead- 
er’, where you have to ‘ 
match a pattern of blocks 
shown on the right side of the 
screen, by manipulating a bunch of 
similar blocks on the left. To do this 
you use your mouse to create a box 
around the blocks you want to 
move and then rotate the blocks in 
either a clockwise or anti-clockwise 


you had to jump between the key- 
board and the joystick, selecting 
power-ups and activating them. 
You can now toggle between ‘toys’ 
with the finger buttons, while 
using the spare buttons on the pad 
to activate them. You also have 
two active buttons for high 
kicks/jumps and low kicks/jumps 
etc. 

The new music includes some 
excellent widdly-widdly guitar, 
which is spoilt when you score a 
goal, because the guitar just cuts 
off, leaving the inadequate old 
Amiga music piping away like a 
madman with a crappy old penny 
whistle. 

So overall, BF is still a fair old 
game and certainly profits from 
being on CD, but the graphics are 
surprisingly jerky, nay, chuggy. Still, 
jolly good fun. 


cP32 » erence @® £25.99 ¥ 


The normally hospitable Dymund 
tribe were aghast at the sight of 
Disney’s new Epcot Center. 


cycle. And, er... that’s it. 

Things start off incredibly sim- 
ple, but Mr Learning J Curve starts 
to pop his head round the corner 
after a few levels (of which there 
are now 250 as opposed to the 
floppy version’s 110!), introduc- 
ing ‘special’ blocks with ‘special’ 
properties. The most basic of 

these ‘specials’ 
are coloured 
blocks, and though it 
may seem simple in 
theory, once you start 
getting bullied around by 
gravity, you are forced to 

start thinking ahead before 
trundling all the little fellas off 
around the screen, 

Next up come such beauties as 
diamonds that multiply in a Boul- 
derdash fashion — remember 
that? (how can we fail to, when 
you mention it at least 50 times 
a month? — Harry.) — whenever 
dropped for more than a couple 
of character blocks, as well as 
bombs that destroy any adjacent 
items when dropped. As you 
might imagine, once you start 
getting levels containing both 
items, you need to employ some 
severe object management if you 
want to end up with the right 
amount of blocks and diamonds. 

So what does the CD32 C/ock- 
wiser have to offer? Well, as I’ve 
already mentioned, there are tril- 
lions of levels to plough through, 
as well as some new graphical 
backgrounds to look at. The only 
other change is the inclusion of 
CD music behind each level. This 
is okayish, but not exactly Pink 
Floyd. Or even Keith Floyd. Other 
than that, Clockwiser remains a 
simple but addictive game, weak- 
ened only by repetition. 


The bowler’s hc 
jumper... er, no, tt 


BATTLE FOR THE ‘ASHES 


Audiogenic @ £9.99 


ack in October, | 
awarded 78 percent 
to a little Audiogenic 


offering by the name of Gra- 
ham Gooch World Class 
Cricket (a catchy title, | think 
you'll agree). It wasn’t exact- 
ly a product that set the puls- 
es racing, but compared to 
some of the disgraceful crick- 
et games that have appeared 
over the years, it certainly 
was a touch more playable 
than most. 

And so it is, that upon 
loading Battle For The Ashes, 
| find myself experiencing a 
touch of the old deja vu. In 
fact, so strong is this feeling, 
that | resort to ringing up 
that nice man at Audiogenic and 
asking him if there actually are any 
differences between this product 
and the one | originally reviewed. 
After much umm-ing and arr-ing, 
I'm told that there are in fact no dif- 
ferences save for the title (which is 
now several times more flowing) 
and the fact that rather than having 
an entire disk full of teams to select 
from, you can now only play as 
either England or Australia. Swizz. 

Now you might be wondering 
why on Earth anyone would want 
to go out and buy what is basically 
the same game as before only with 
bits missing, but it’s really been 
released as a tester for those play- 
ers who perhaps weren't brave 
enough to fork out the original 
£29.99. The game itself is identical 
to the full priced release, and so for 
someone like myself who doesn’t 
care how accurate the team names 
and statistics are, this isa bit of a 
barg’. 

Bowling (he said, realising that 
he hadn't mentioned how the game 
works) is a simple affair. Stop a 
moving block over the area you 
hope to aim for, press fire, and then 
wiggle as hard as your little hands 
will allow, until the ball doth shoot 


Ms 


forth towards said opponent. You 
can shuffle your fielders around as 
much as you like, as well as select 
fast, spin, and er... other bowlers 
from your mighty team. 

Batting is far more fun, with a 
selection of eight strokes to play 
depending upon your judgment of 
where the ball is likely to end up. 
Once you've walloped the ball as far 
as you think it'll go, it’s time to once 
again wiggle until you can’t wiggle 
no more, as your brave warriors in 
white peg it back and forth in 
search of that elusive ‘run’ thing. 

As you may have guessed, I’m, 
not exactly a cricketing person, 
although | did quite enjoy review- 
ing this first time round. | can’t pro- 
fess to wanting to play this ever 
again, and certainly wouldn't rec- 
ommend BFTA to anyone with any 
of the other Audiogenic jobbies, but 
it's damn good value as a first crick- 
et game. 

| would mark this down for being 
simply more of the same (well, 
identical, now that you ask) but 
considering the kiddie-friendly 
price, I'll simply pare some small 
slivers from the score. 


And as the Amiga sinks in the west, we look towards the horizon, hoping that tomorrow 
will bring a better day. Or, failing that, perhaps some nice cheap old games. Matt, Andy, 
and Harry, have a quick shuffle through the pack, and prepare their C.V.s 
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SPACE HULK 
Hit Squad £14.99 

t's not often that you soil your 
j pants while playing a comput- 

er game. Looking at saucy 
slide shows maybe, but actually 
playing something scary is a rari- 
ty in the heady world of the 
Amiga. However, there’s one title 
that has enough genuinely fright- 
ening moments for every game 
ever released, and that's Space 
Hulk — Electronic Arts’ brilliant 
board game conversion. 

Mankind is currently waging 
war against a strange race of 
aliens. Called Genestealers, these 
ferocious monsters ruthlessly hunt 
and kill any humans they come 
across, ripping them apart with 
their razor-sharp claws. Rottweil- 
ers are teddy bears compared to 
these fellas. 

Controlling anything from a sin- 
gle marine to two squads (10 war- 
riors in total), it’s your job to 
board the massive space hulks and 
cleanse them of these foul inhab- 
itants. Marines can either be 
directly manoeuvred by you, or 
given a set of instructions which 
they'll obey without question — 
much like the old toy Big Trax, 
only not as arse (Hey! | always 
wanted one of those! — Andy.) 

It's this blend of strategy and 
arcade skills that puts Space Hulk 
so far ahead of the rest. The Gen- 
estealers are terrifyingly intelli- 
gent, using decoy manoeuvres 
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sneaking around the back while you 
fend off a couple down a corridor 
ahead. It’s truly scary stuff. The nar- 
row walkways give the game an 
unnervingly claustrophobic feel, and 
the sound effects, used sparingly, 
can reduce grown men and Andy to 
gibbering wrecks. 

There are tons of missions and a 
full-blown campaign to get your 
teeth into, making Space Hulk a 
huge and taxing game. Certainly at 
this price, you‘d be a fool to pass 
Space Hulk by — unless you're a bit 
of a big girl's blouse, of course. [MB] 


SIM LIFE 


Maxis £17.99 
p until quite recently, swim- 
ming giraffes and flying 


U pigs existed only in the 


minds of those addicted to ‘funny’ 
fags. Then along came Maxis and 
changed all that with the release of 
Sim Life, a strange game which 
allowed you to quite literally create 
any living creature you could possi- 
bly imagine. However, that was a 
couple of years ago, and some of 
. you newer to the hip and 
= happening place that 

a is the world of 

l~ A Amiga in 1995 
vy (ahem) may have never 
had the chance to mess 
'.“ around with life as we 
. know it. So hurrah for the 


eS * 
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The Hit Squad £14.99 

udget reviews aren’'t meant 
re to be the most time con- 

suming parts of writing The 
One, as it typically only takes us a 
morning or so to find out whether 
or not a game has managed to 
stand the test or or not. And it’s 
because of this that | wish Dune 2 
hadn't shown its smug face around 
here again — I’ve wasted more time 
on this than | have anything else this 
issue, and that includes gobbing at 
Harry when he’s not looking. 

Dune 2's sub-heading, The Battle 
for Arrakis, pretty much sums up 
what the game’s about. You can opt 
to play one of three warring ‘Hous- 
es’, each with its own strengths and 
weaknesses, with your goal being to 
defeat the other two, effectively giv- 
ing you control of Arrakis, the des- 
olate planet covered mainly in sand. 

You start off with a simple base, 
a few quid in your back pocket, and 
the aspirations of a madman. The 
only way of raising more cash is by 


budget ‘scene’ which rectifies this 
— at a reduced price to you, the 
lucky punter. 

Creating your weird and won- 
derful creatures is as easy as baking 
a cake, but with living things as 
ingredients, not flour and eggs. Or 
milk. First, construct an area with 
fertile soil, vegetation and a plenti- 
ful supply of water (essential to all 
living creatures, especially fish). 
Next, introduce a species into the 
equation. Then, provided your envi- 
ronment can support life, leave 
overnight to simply ‘exist’ or fiddle 
with the various options in order to 
mutate the bleeders. Ethics, of 
course, are optional. 

If this all sounds rather easy, then 
that’s because Sim Life’s intuitive 
user interface (I bet you got that 
phrase off the box — Harry.) makes 


Dune 2... old spice? 


mining for Spice — a rare and valu- 
able mineral which can be found 
buried deep in the sand dunes. Once 
you've amassed a decent bank bal- 
ance, you can start constructing 
additional buildings, vehicles and 
weapons with which to obliterate 
the other Houses. 

To fully appreciate Dune 2, you 
need to spend time playing a few of 
the missions. Although you can save 
the game at any stage, it’s easy to 
lose track of time and play each mis- 
sion in one sitting — which can take 
anything up to two hours, depend- 
ing on how far you’re into the 
game, as I’ve found to my cost. In 
terms of pound per playing time, 
you'll not get anything as pocket- 
gratifying than this. Dune 2 is a true 
classic. As opposed to a false one, 


that is. [AN] 


everything a doddle. Strugglers, 
thickies, and arses can call up the 
on-screen tutorial which guides new 
users through the game's various 
features. Of course, the beauty of 
Sim Life is that its possibilities are 
literally endless, to the extent that 
if you played this forever you still 
wouldn't experience everything the 
game has to offer. (Trying for a job 
at Maxis are we, matey? — Haz.). 
Okay, so it may not be everyone’s 
cup of tea. The graphics stink of fish 
a bit and there’s an overall lack of 
polish, but it’s an interesting idea 
fairly well implemented. Oh, only 
consider buying this if you've got 
remarkable eyesight — the text is 
often quite hard to read. [MB] 
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then 1989 wouldn't exactly be 

regarded as a classic year. For 
the time, I'm sure efforts such as 
Their Finest Hour were enjoyable 
enough (indeed, this poo even 
picked up a few 90 percent review 
scores), but now, six years on, the 
3D routines are extremely dated. So 
why Kixx XL has decided to stick out 
this nonsense is, to be brutally 
frank, beyond me. 

At first, everything seems to be 
in order — there are plenty of 
options and planes to choose from, 
with a. variety of missions to tackle 
— but it’s once you get into the 
game proper that the true arseness 
of Their Finest Hour is graphically 
and horribly revealed. 

Bland graphics and awful sound 
don't help much, but it’s the speed 
of the thing that really pongs. Even 
LucasArts’ team of talented pro- 
grammers couldn't construct a half 


is f Amiga flight sims were wines 
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THEIR FIN ST HOU! 


Kix” XL £16.99 Po oe 
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decent 3D routine, and the result is 
something that jerks along at best. 
This makes flying pretty damn 
tough, and by the time you realise 
that you're too close to the ground 
or something, the error is irretriev- 
able, ensuring much gnashing of 
teeth. What's even worse is that 
there are no external views to liven 
things up. Harumph. 

If you're seriously into flight sims 
then Reach for the Skies, released 
on budget a month or two back, is 
miles better. This, sadly, should 
have been laid to rest three years 
ago when Amiga flight sims, if 
you'll pardon the expression, real- 
ly began to take off. [MB] 


THEIR FINEST MISSIO iS? 


Kixx XL £10.99 


ook, if the main game is nob, 
why would you want more 
missions? A good idea in 


theory, but a waste of floppy disks 
if you ask me. [MB] 
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Night descended on the 
village like a malevolent 

hairdresser tearing open a . 
sachet of blue rinse 
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Environmentalists dis- 
covered that the Earth 
was in danger of spin- 
ning a yamulka. 


SIM ANT 


Maxis £17.99 


SIM EARTH 
Maxis. £17.99 


ed to have a go at creating information to digest. My head 
a Sim game’ that allowed began to hurt only five minutes 
you to take charge of a planet into my first game, and as the 
from its birth to its death, playing interface does its best to hinder 
a key role in its development and your progress, | had very little 
making decisions that dictate the desire to carry on. 
shape'‘life would form, was being _ This has to be the worst of the 
a little ambitious. Sadly, Sim Earth Sim games. It’s frustrating because 
is that game, and what a mixed-up its heart is quite clearly in the'right 
program it is. place. As an educational tool I’m 
It tries to be all things at once. sure it’s quite comprehensive, and 
There are a lot of promising ideas, the text boxes that talk you 
one third of which might have _ through the various scenarios are 
made a decent game. But as it obviously comprehensive. Nope, 
stands, Sim Earth is a confused feeling sorry for Sim Earth and 
mishmash of menus and options. what it could have been isn’t the 
And at the end of the day it proves right thing to do. Just steer well 
to be pretty boring. clear, pick up Sim Life, (which is 
Slow-moving visuals and dire miles more entertaining) or, hey! 
sound ‘effects’ are the order of the alternatively, read a children’s 
day, with dodgy icons and unclear encyclopedia. [AN] 
charts forming the icing on what is 


mainly a stale and tasteless cake. 0 
For the average gamer — that’s vst bes orate 48 *o 
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I’ve ever seen” 97% 


COMPUTER GAME REVIEW 


1999. You are in control of XCom; charged by 
the world’s leaders to strike at the alien menace 
that’s terrorising the Earth. 


At first, you’ll scan, track and shoot 
down the slower UFOs, but that will just be the 
beginning. Whenever a UFO crashes, or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 
street, using all your tactical skills to 
capture or destroy the aliens. 


If you succeed in your first missions, your 
scientists and engineers will copy the 
alien technology to create more 
powerful weapons and craft for your 
forces to use. Gradually, you’ll build up a 
terrifying picture of this Unknown Enemy, 
and their real aims and desires, then you’ll 
have to work out a strategy to stop them. 


One thing is certain - it won’t be easy! 


IBM PC screenshots shown. Actual screens may vary 
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Ben Smith of Cleveland sent in these laaaarvely tips, and then 
followed them up with some further missions. So we'll be print- 


ing them next ish. Then. 
i 


Here’s a tip fora 


tle. Pick up the grenades then use 
them to blow up the castle. Grenade |, 
the hut on the left then go down 
and right to grenade the hut there. 
Head up and you'll see two huts and 
a sniper. Kill the sniper and leave a 
grenade between the huts so that they 


game stew. When you 
cut the pheasant’s 


breast from the bone 
be sure to remove all 
the yellow fat, as it 


i 
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is very bitter. 
Also, pop in a 
bit of 


redcurrant 


wn Toe 


jelly (about 
a tablespoon) 


to sweeten the iY 
If you can’t do these you're a girlie 


wuss. Go back and get some more 
practice. 


sauce. And never, 
never, never, commit 


yourself to writing 

Time is of the essence — 
as soon as you start, 
shoot the aliens around 
you and try to wipe out 
the sniper to your right. 
Cross the bridge and go 
down to shoot the sniper. 
Now quickly go up and 
pick off the sniper found 
there. Head north-east 
and collect the grenades, 
shoot any men around 
you then grenade the huts. You must 
be very quick and above all, make sure 
you don't get shot! (No, really!) 


half-a-column of 
introductory twaddle 
to the tips pages. The 
novelty very soon 
wears-off, believe 


me. Tip, tips, tippety- 


bloody-tips. 


Phase 2 

Shoot the sniper, then head right and 
kill the soldier there. Go down and kill 
everything in your path. Work your 
way left , shooting the sniper, then up 
and left again to kill the other two 
snipers. Finish off the phase by shoot- 
ing the sniper over by the river. 
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Go straight up until you reach the cas- 


both blow up. Go left, kill the 
sniper and grenade the hut. 
Go down, kill any men 
you meet and grenade 
the hut, then return to 
the start. Go out- 
side the fence and 
wipe out any stray 
snipers left. 


Kill the two aliens in front of you and 
swim across the river. Shoot the alien 
that runs forward. Split two men off, go 
up and right and kill the sniper, then get 
inside the battering ram. Drive down 
and go into the cut that appears on 
your left. Stop there, get out and shoot 
any aliens around you. Head left and 
pick up the grenades, then just run 
around bombing the huts. Simple! 
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Pick up the grenades and 
bazookas, then bazooka 
the turrets as you go 
left. Now run. When you 
get to the end, stand on 
the white platforms, but be 
very careful you don’t get shot 
on the way! You know what it’s like. 


This is a tough one. Take your men onto 
the wall on your left. Split two men off 
and take all the weapons. Now take 
your men up the stairs and to the right. 
You can bazooka the buildings from the 
top, so do this to the door on your 
right. If the grenades next to it blow up 
then try again. Keep trying until they 
don't. Go down the ladders and get the 
grenades. Quickly run to your left so the 
turret on your right doesn’t get you. 
Now get out your grenades and blow 
up the turret. Go back up the ladders 
and up through the really thin corridor. 
There's a turret in the top right hand 
corner which you have to grenade 
before you can do anything else. 
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Once you get to a part 
where there’s a sniper 
next to a door, go to the 
wall on your right. He will 
blow up the door so go 
back down and kill him. 
Keep going on the path 
until you see three doors 
and a sniper. Go down 
and kill the sniper, then 
go into the cut on your 
right, get the grenades 
and do the doors. There 
will be a few aliens around so 
finish them off. 
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Now grenade the door just below 
you, go back near the ladders and then 
up and left. Follow the path and 
bazooka everything in your way 
until you get to the stairs. Go 
up and bazooka the two 
doors before heading 
down the stairs. Go 
left and up — don't 
go in the.cut to 
your _ieft 
instead, go up as 
far as youcango § 
and then bear 
left. Now go 
down, pick up the 
grenades and use 


5-3 


Take one man and make him 
go down to pick up the grenades. 
PR Bomb the door next to the grenades 
them to blow up 2 ff and return to your other men and then 
the door in the room. Go go right. Grenade the door and kill the 
back to the stairs near the two doors, sniper on the building, then go up and 
head up and into the cut on your left right to grenade the door. Go back up 
and grenade the door that’s just inside. and shoot the sniper then head to the 
Lastly, run around and kill the rest of the 
aliens. (God | love this game!) 


At the start, shoot the aliens around 
you. Send one man around to pick off 
as Many snipers as possible, and if he 
dies, just send another in, and so on. 
When you go around a corner where 
there’s a sniper on the other side, 
always keep to the middle of the path. 
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right 
corner. 
Head left and 
grenade the 
door. On your way 
to the bottom right 
you'll find a weapon that 
fires shells. You'll need this later in the 
phase. Keep going left and then up. 
You'll find a cut on the left with an 
enemy car inside. Make the car follow 
you until you get the thing that fires the 
shells — get in it and blow the cars to 
bits. Get out and kill off any remaining 
aliens. While the car is chasing you, 
keep turning. 


When you start, split 
two men off and make 
them go and get the 
bazookas. Don’t worry 
about the turret 
because it will g 
blow itself up 

once you get 

the bazookas. 

Blow up the 

two doors next 

to you, then 

head left and bazooka the dalek 

as soon as you see it. Go left and 
down the path, blowing up any 
doors with your bazooka. Now all 
there is to do is finish off a few 
aliens and one or two snipers. 


At the start, shoot around you and 
some mines will blow up. Go down and 
into the water — swim to your right 
and onto the third island you see. Shoot 
anyone around you. Go to the next 
island which should have a hut on it 
and shoot everyone, then go to the lit- 


tle island to get the grenades. Go back 
to the island with a hut on it and blow 
it up using the grenades. Go over to the 
other side of the river and bomb the 
hut. Go and shoot near the enemy 
buildings — there are some mines that 
will blow up, taking the enemy build- 
ings with them. 


When you start, shoot the alien in front 
of you, then run past the tank to get 
the bazookas near the buildings. Go 
and hide behind the building near the 
water and bomb any 
doors you see. Head up 
and left where all 

the men are, shoot 

all of them and then 

go near the wall. The 
tank will show up and 
blow itself to bits. If the 

mt mission complete mes- 
sage doesn’t show up, 

make a scan of the area 

and kill any men you see 

to finish the mission. 


eA tA * 


BEE EREREREEEREEE EEE 


64 


= 


» 4 


Just as winter closes, the days become ever longer, and the warm spring sun tentatively 


pokes its head from behind the clouds, The One jets off to Egypt. Courtesy of DMA Design. 


Level 16 

Block all but one lemming near the 
entrance. The single lemming should 
pick up the blocks and then build across 
the newly formed gaps. Walking left 
and right, walk through the melting 
platform. Drop the bricks and pick up 
the digger. Dig through the pillar and 
then dig down right when on the left 
side of the door. Dig to the right but 
when the lemming is in front of the 
bricks, dig up right and then drop the 
digger. Pick up the builder, release the 
blocker and then build up to the exit. 
The lemming should escape before the 
time runs out. 


Level 17 

When a lemming picks up a grenade, 
throw it. Do this for each of the four 
traps. The escaping lemmings will auto- 
matically release the rest of the lem- 
mings. 


Level 18 

The first two lemmings need to jump 
across the gaps and pick up the dig- 
gers. Direct the falling lemming into the 
door on the right. Release the lemming 
on the left by digging up right when 
next to the right wall of the trap. Then 
release the lemmings on the right by 
digging up left when next to the left 
wall of the trap. Turn the lemming 
when on the small platform in the cen- 
tre. 


Level 19 aa” “3 
The lemming with the bricks on the left 
builds down right whilst the lemming 
with the bricks on the right should be 
turned into a blocker. The building 
lemming, once in the middle, 
Should pick up the blocks and 


needs then to build down right again. 
Pick up the digger and then walk back 
to the trapped lemmings. The blocker 
should now be released. Build down 
left to the middle platform. The digger 
should now dig right to release the lem- 
ming out of the trap. Once on the right, 
dig down to the exit. 


Level 21 

Block the second lemming as he walks 
to the right. Let the lemming in the pit 
below pick up the digger and dig out of 
the hole. Make the first lemming build 
over the gap and pick up the blocks. 
Block the other lemming by the blocks, 
make him build up to the first platform 


pr £7 from where the first bridged across, 


Level 20 = + = 
Turn the third and fourth lemmings into 
blockers on each side of the mound. 
The two lemmings at the very top of 
the level need to build up and across 
towards the pyramid. Before they both 
reach the pyramid, drop off one lem- 
ming, drop his bricks and pick up the 
hadoken. This lemming will kill the 
potato monsters. When it’s finished, 
pick up the diggers. The digger lem- 
ming should now dig down right in a 
parallel line to the edge of the yellow 
earth (from the base of the middle 
totem pole). When digging, 


more room and dig 
through to the left. The 


then bridge to second platform and 
block him. Release the digger lemming 
to walk up the blocks. Turn the first lem- 
ming around and walk back to the 
floating platform 1 with the flower on 
and bridge up to it, then turn around 
digger to walk towards the the platform 
once they walk past each other. Block 
the bridge and make bigger, dig along 
through the flower block to uncover 
blocks. 

Release the bridge to pick up blocks, 
making sure you have turned the dig- 
ger around. Build from the tip of the 

second floating pile of bricks down 


be careful not to dig » kas, to the blocked lemming. The 
Straight through the digger lemming will follow 
gg 
earth. Dig 13 or 14 & ‘. him down and block him 
scoops and then 33 =e - Bao _ at the bottom set of 
dig horizontally to blocks. The bridger then 
the right until - bridges up to the higher 
there is a block |} | floating platforms and in 
be 8 «194 | is . 
remaining. Then a 
dig back across the 7 ; 
ti A 
more room and dig ny, 


digger on the left should 
then dig through the pillar. Release the 
right blocker and then the left blocker. 
Get the lemmings closer together (if 
needed) by jumping. Block all but the 
building lemming in the horizontal cut 
away and then use the builder to build 
up left to cover the gap. Release the 
blocker and then use the digger to 
reach the exit. 


turn you bash through with the 
released digger. Now build across and 
bash through to the far right hand plat- 
form and release the other lemmings. 


Level 22 

Block the lemmings above the trap leav- 
ing enough room to dig down a single 
layer of bricks. Release one lemming, 
jumping him to the left to pick up the 
digger. Dig through the pillars to the 
left to release the single lemming; block 
him, dig through the single block, walk 
left and dig three times to the left and 
then dig down diagonally. Jump lem- 
ming past the trap and bash through 
the pillar, pick up digger, walk back and 
jump past the trap and bash through 
the centre of the pillar, ensuring you are 
at the foot of the pillar. Bash straight 
through and bash diagonally up to 
make more room to build. 

Turn around and drop the digger 
and go to get the blocks, avoiding the 
trap, build up from the foot of the pil- 
lar to the hanging platform (four 
blocks). Drop the blocks off the far edge 
then go back for the digger. Go to the 
far right pillar with the digger and bash 
through the pillar as before. Drop the 
digger and pick up the blocks to build 


to the other hanging platform (four 
blocks), pick up the other blocks once 
you've dropped down the other side. 
Build back up to the platform (three 
blocks) then build from the edge of the 
platform (far left) to the second plat- 
form. Build straight away from the cor- 
ner up towards the exit. Release the sin- 
gle lemming and use as a blocker once 
he has dropped down to the ground to 
direct the lemming right, then release 


him. 

PAS 
Level 23 ae “h 
Make the lemming build right, block 
the rest. Pick up the sucker and turn 
around with the sucker under the 
bridge you have just made to trap the 
lemming. Dig him out and drop down 
and right. Dig out the other lemming 
and blocks. Make one lemming pick up 
the blocks and head far right. Jump up 
all the steps and build across the gap. 
Block him once finished, jump the other 
lemming up, blocking them both as 
they reach the top. Make the builder 
build up to the exit and release the 
other blocked lemming and also the 
two lemmings blocked by the exit. 


Level 24 

Make one lemming walk right — block 
the others, jump that gap then jump to 
the platform. Sucker across, pick up the 
blocks and build back four blocks and 
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jump the rest. Drop the blocks down 
the hole, go back to the floating plat- 
form, jump the gap again, drop off and 
turn left. Pick up the bomb and drop 
down the hole, turn around and block. 
Release the lemmings and let one pick 
up the blocks, block the rest and build 
across to the right to the exit then 
release the blockers. 


Level 25 

Block the lemming, letting one go, pick 
up the grenades and blow through the 
floors then release the lemming. On the 
ground throw the grenade under the 
arrow to blow away the block of 
graphite. 


Level 26 
Make the lemming turn around once 
the blocks have been picked up. Turn 
around and jump over the trapped 
lemming. Place one block on the trap 
and then turn around and build across 
and drop blocks into the trapped lem- 
mings. Turn around and pick up the 
digger, dig down then left through 
the blocks, turn around again and 
build through the wall. At the end of 
the steps, before the trap, dig diago- 
nally right once and then straight 
down to uncover the diggers. Dig 
down to the right to the exit. Make 
the lemming with the blocks build the 
trapped lemming out. 
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Level 27 


Jump the lemming onto the left plat- 
form — the right platform blocking the 
rest. Walk far right to the other trapped 
lemming, jump back out and walk onto 
orange blocks. These disappear as soon 
as you walk on them. Repeat with the 
second lemming, one lemming will walk 
up the dissolvable steps. To release the 
other lemmings, exit will appear — if 
there is a bird you must jump to avoid 
it. 


Level 28 

Block the lemming to the right, make 
the lemming pick up blocks and turn 
around. Make the next one a blocker. 
Jump the lemming out over the first 
blocker and build down to the exit, 
then release the other lemming. 


Level 29 

Block the lemming on the right and do 
the same on the next platform to trap 
the lemmings with the mole. Release 
the blockers to join the others. Build 
two blocks to make the mole build 
down to his left. Lemming will walk all 
the way ‘to the left then down to the 
exit — if there are animals, kill with 
hadokens or grenades. Jump over dis- 
solvable blocks. 
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Level 30 

At the top left there are five lemming 
— block all five. Release the top left 
lemming and jump him over. Let him 
walk on dissolvable bricks where he 
will pick up the digger, then drop 
down. Bash through the pillar then 
drop the digger down to the trapped 
lemmings. Go back for the building 
blocks and build over the first two 
gaps. Drop down the third gap and 
drop the bricks on the floor. Release 
three others one by one, the first two 
pick up and then drop the 

blocks straight away, the third lem- 
ming drops through the first channel 
in the pyramid, picks up the blocks 
and builds to the exit. Build diagonal- 
ly down to the other bricks, build 
across to the spade and drop the 
bricks. Pick up the spade, dig through 
the wall then dig diagonally up at the 
thinnest point of bricks to release the 
other lemmings, send the last of the 
five lemmings at the top over to dig 
out the trapped lemming to the left 
and then exit. 

And you'll be able to catch the next 
instalment of our brilliant Lemmings 
3 solution next month, where we'll 
be meeting the Shadow tribe! 
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i'm afraid that I can’t think of an exciting 
intro for these tips, except to say that 


they're for On The Ball, a footy management 


game. Which is quite hard. Thanks. 


n the long term, the best tactic is 
4 certainly to recruit young players. 

Always buy two or three players 
who are as young as possible, and build 
them up. There’s no better way to end 
up with a strong team at minimum 
expense, and to create players who 
have a high saleable value. 


1. NEGOTIATING WITH 
SPONSORS 

If you want to squeeze more money out 
of your sponsors, then you will also 
have to negotiate. Beware, because the 
probability that your negotiating part- 
ner will drop out also increases after 
every round of negotiations (10%, 20% 
etc). If you only have one offer, you 
should accept it straight away. 


2. NEGOTIATING WITH 
PLAYERS 
If you offer the lowest possible wage, 
there's a 1 in 7 chance that the player 
will accept. If you offer the highest 
grade, then there's a 100% chance 
that the player will accept. As for 
the length of the contract, you , 
can't guarantee that the play- 
er will always want the longest 
contract possible. Younger play- 
ers who are still capable of devel- 
opment are more interested in con- 
tracts for two (or at the 
most, three) years, 
that 


when they conclude their next contract 
they can ask for a higher wage. Older 
players, on the other hand, naturally 
want contracts that last as long as pos- 
sible. Although one-year contracts are 
very advantageous for the club, they 
aren't particularly popular with the 
players, and are only accepted in 40% 
of cases. 


3. STRATEGIES FOR 
EARNING MONEY 4 
Additional profits can in 4 ae p 
principle be made in two Fs: x 

different ways, either by L. me f 


reducing costs or by 
increasing income. { 
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The easiest way to get & ~y 


a 


money is to transfer et 
players abroad. Try offer- i 


ing your 5th, 6th and 7th 
grade players abroad regularly 
— making sure they‘re in good 
form. If you are lucky just once, you'll 
make a mint. It’s a risky but perhaps 
very lucrative strategy to offer a 
young 6th grade player with a 
One year contract straight 
away in the first season, to 
make big money in the second 
year (if a buyer is found). 
Another variant is to continually 
develop young talent to grade 3, who 
can then be sold for a relatively high 
price (see Point 1). 

Make absolutely sure that you keep 
the wages within reasonable limits. 
Only a club with international suc- 
cesses or successful sales of players 
can afford top salaries over a long 
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period of time. One 
tactic is to make sure 
my you extend the con- 
Se tracts of players who 
By are in a crisis about 
their form. They tend to 
ask for less money. Players 
who have lost points but have 
high wages bring unrest into the team, 
so try to separate yourself from these 
as quickly as possible. 


4. THE PLAYMAKER AND 
THE SWEEPER 

A sweeper should be experienced 
(30 years old), have a high skill 

level (at least 5), and be in 

good form (at least 10). If you 

have a player who exceeds ( 
these limits, he can be used as 

a sweeper. These values also 

apply to the playmaker, but with 

him age doesn't count. If you don't 
have a suitable player, your midfield will 
be considerably weaker. 
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Arsenal (14) 
versus 


Manchester 
United (2) 
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5. THE FORM VALUES — 
A SCIENCE IN ITSELF 

There are hundreds of influences in On 
The Ball which affect form points — 
that’s what makes the game so realis- 
tic. However, the following may help in 
understanding how different factors 
influence a player's form. 

If a team makes at least seven 
chances in a game the midfield players 
will gain one bonus point. For midfield 
to rate a strength of more than 16, they 
must make nine chances. Similarly, for 
a strength of 24 or above, they must 

make 11 chances. 

If a team makes three or less 
chances the midfield will lose 
a bonus point. If no chances 
at all are made, each midfield 
player loses two points. If the 
opposing team gains less than 
three chances, each midfield play- 
er in your team receives one bonus 
point (for defensive work) up to a 
strength of 16 for the opponent. 
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Should your opponents make seven 
or more chances in a game, one form 
point is deducted from each of your 
midfield players because of a lack of 
defensive work. If a forward plays four 
games without a goal, he loses 
one form point. 

If the opponents score 
three or four goals, your goal- 
keeper and defence each lose 


one point. If your defence a F: 


stronger that the opponent's for- 
ward line, your goalkeeper and defence 
each gain two points. 

If five or six goals are scored by your 
opponent, your goalkeeper and 
defence each lose two points. If your 
defence is stronger than the oppo- 
nent’s forward line, they will gain three 
points. If the opponent scores seven or 
more goals, four points will be lost by 
your goal keeper and defence. If your 
defence is stronger than the oppo- 
nent’s forward line, five points will be 
won. Phew! 


Statistics 


A player who has played for five con- 
secutive games loses one form point 
(seven games for goalkeepers and 
defenders). A fit player who has not 
played for six games loses one form 
point. A fit player with a form 
above 12 will lose one form 
point for every one match day 
he misses. 

A player who is substituted 
in the first half loses one form 
point (except when substituted 
because of injury). If a player is select- 
ed for ‘individual training’ his form for 
the next match will increase by two 
points when his form is less than 10, 
and by one point if his form is between 
10 and 15. 

Serious mistakes by the goalkeeper 
in back-passes cost him one form point 
each. Players newly bought begin with 
between 8 and 14 points. 


HINTS AND TIPS 


The fewer forwards you play in your 


5 y 


team, the more 
room they will 
have, and thus 
the greater the 
chance of goal 
scoring. Avoid 
training camps 
when your team is 
onaroll. Acrash can Se — 
always. happen and is “Gp 
particularly harsh when ~~ 
things are going well. 

Normal training sessions only have 
an effect for the next game (the form 
points remain). Only the off-side posi- 
tion training is long term. 

It is a good idea to make sure you 
look after your pitch (perhaps every five 
playing days). This will have a signifi- 
cant effect on preventing ligament 
injuries among your players. 

The ‘brutal’ playing method raises 
the performance ability of your 
team by 10%. Playing ‘hard’ will , 
raise it by 5%. However, a player 
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who _ has 
already been given a yellow 
card will only be playing at 80% of his 
performance, and playing brutal or 
hard football will only lead to more 
cards and an eventual loss of team 
strength. If you set your team’s play 
tactics to ‘fair’ their overall performance 
ability will go down by 55 and by 10% 
for ‘nice’. 
Avoid playing ‘hard’ or ‘brutal’ for 
extended periods of time, otherwise 
the eventual loss of strength 
will quickly finish off your 
_ QP team. You might want 
+ “5. to make an exception 
- » to this rule when 
~_. playing in those dif- 
4 ficult European 
Fitee. Cup battles. 
Another tip for 
aggressive play is to 
with three 
strong midfield play- 
ers and four defenders. 
Straight after the whistle 
as goes, substitute one defend- 
er (this will cost him one form point, 
so be careful which defender you use) 
and bring on an additional midfield 
man. This will produce a particularly 
offensive midfield team, and should 
generate a lot more chances — but 
make sure that you have a 
strong defence, just in 
case! 
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The other day J fell asleep on the train on the way home and dreamed ! was caught in this 


enormous spiders web. And the funny thing was, that when I woke up I noticed that my 


flies were undone! 


DAVID CRANE 


You start the game in Eden's house. 
First collect your wallet which is next to 
Eden's mouse mat. Go right into the 
kitchen/living room and collect the 
mug. Next, use the tap to fill the mug 
up with water. Open the micro cooker 
and collect the key. Pick up the car- 
tridge which is on the crate, use the lift 
and collect the screwdriver from the 
garage. Leave the garage and return 
home. 

Pick up the red cartridge next to the 
keyboard marked “important” and 
place it in the interface on the wall. 
Now use the network screen: log on 
and input the password. This can be 
found in the back of the diary of a mad 
man. List mailnet and read Louis. List 
cartridge and read Private. Make a note 
of Louis’s and Eden’s door numbers. 
Next, insert the cartridge you found at 
Eden’‘s into the interface. List the car- 
tridge, read the code and make 


Talk to the assistant then use the 
reader on the wall with the member- 
ship card. Use the lift to go down to 
the pool hall bar. Talk to the bar- 
tender. He will then give you Mr 
Silverman’‘s door code — make a note 
of it. Keep walking to the left until you 
reach Mr Silverman’s door: use the 
keypad, enter and talk to 
him. Use the card scan- d 
ner with the cash 
card. Collect the 
gun, exit the pool 
hall and go to the 
Regency _— Hotel. “Ww 

Talk to the 
receptionist to 
book a room. Use 
your cash card on 
the scanner. Collect 
the keycard, call the lift 
and use the lift controls on 
the keycard. Exit the lift and walk left. 


ca 


COCHTION: 
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STERLING | 


Exit the alleyway and | 
return home. Use the | 


network screen and list 

the newsnet. Read TV 

special to find the location of 

Mr Sterling — your next victim. 

Exit and go to Channel 6 studios. Walk 


a note of Sartain’s door code. 


Examine your bed and pick 
up the knife. 
Go to Sparky's Bar 
and talk to the man at the 
bar. Talk to Sparky and 
take the cash card out of 
your wallet, use the card 
scanner on it. You now 
have some money. 
Go to Louis's flat 
where someone will 
steal your trainers. 
Louis's flat is the one on the screen 
below. Go and talk to Louis, take his 
trainers and his membership card which 
you'll find in the unit. Read 
* the card and go to the 
pool hall. 


* 
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Open the fire point and collect the 
axe. Walk back inside the lift, use 
the controls on the knife, then 
use the wire on the knife. Use 
the handle in the lift. Now 
save the game. 

Use the lift doors with the 
axe to gain entry to the pent- 
house suite. Use the axe on 
the bodyguard to your right, 
then use the gun quickly. Go 
left and through the door to 
find Crane, er... doing some- 
thing naughty. Use the gun to shoot 
him. You will be transported to the 
Dreamweb. Talk to the keeper, head 
down the corridor. At the bottom, 
turn right and open the first door. 
Walk up to the plinth and use the key. 
You awake in an 

alleyway. 


round the back, shoot the security SARTAIN 


guard and use the control panel. Go You will wake up outside the bar. Go 
left past the barrier and enter the to Eden’s house. Eden’s will have gone 


building. Pick up the brochure and 
drop it. Underneath there is a pass- 
card pick this up. Walk left and use 
the passcard on the door lock. Enter 
the room, use the screwdriver on the 
fusebox and collect the fuse. Walk out 
past the entrance and go right. Walk 
into the room with the ladder in it, 
climb up the ladder and put the new 
fuse in the winch controls. Use the 
winch control to kill your victim. Back 
to the Dreamweb — talk to the keep- 
er again. Keep walking down and col- 
lect the crystal. Walk left and 

open the first door and use 

the key on the plinth again. 


now and left her organiser on the bed. 
Use this to find the location of Sartain. 
Exit and go to Sartain Industries. Enter 
the building and shoot the computer. 
Walk left and enter the lift. Use the lift 
to gain access to the next floor. Walk 
out of the lift and use the crystal to dis- 
embowel the two guards. Walk down, 
open the brief case and collect the 
papers. Walk right, through the door 
and up the stairs. Walk left. Mr Sartain 
will be trying to escape so shoot him. 
You go back to the Dreamweb — talk 
to the keeper, walk down the cor- 

' ridor and open the door on the 
right. Use the key on the plinth. 
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You will appear in a car park. Walk 
left and collect the wire cutters. Read 
the paper collected from Sartain. 
Exit by walking up and go to the 
boat house. Get the railing, walk 
right and remove the sand from the 
junction box. Use the railing on the 
junction box and then use the cup 
of water on it to cause an explosion. 
Enter the building via the hole in the 
window and talk to Underwood. Kill 
her with the gun and it’s back to the 
Dreamweb. Talk to the keeper, walk 
down the corridor and go left and 
through the second door. Use the 
plinth with the key. 
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| BECKETT 


- You will awake at a deserted 
\ creek. Go to Chapel’s house 
and use the wall to jump over 

it. Walk down and collect the 

blue cartridge. Return home 

and put the blue cartridge 

into the interface. Use the 
network screen and log on as 
Beckett. The password is 
Septimus. List the cartridge and 
read the brief to find out where 
the church is. Go to the ruined 
church and use the wire cutters on 


the gate. Enter the church, collect the 
skeleton hand and go down until you 
reach the altar. Take everything off the 
altar and drop it. Put the skeleton’s 
hand in the hole and push the altar. 

Drop down the hole and open the 
tomb lid. Collect the three gems and 
place them in the slots on the floor. 
Collect the rock and exit the room. Go 
up and use the statue. Arrange the 
picture like that on April 10th in the 
diary of a mad man. Go down, collect 
all the rocks you can find. There #” 
should be eight. Put them in the cart #5 
and use the cart to crash through he ic 
door at the bottom of the passagi 
Walk through the deor, go left anda 
the stepsmiDrop dawn the hole. exit 
the room and follow the train track F 
up. Save the game Outside the wal 
with the hole in it— enter the hole to 
meet Beckett. When he stops talking 
run to the door and out. Watch him 
die and you re at ue end. 
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Solutions seat in by: Pau! Chapman, 
Hertfordshire, and Alex Simms, Tyne 
& Wear, Thanks Ghaps. 
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RISE OF THE 


ROBOTS 


nay, whips-out the power of the greatest 


Stand by, cyberguys ‘n’ gals, as The One reveals, 


beat-’em-up ‘special move’ ever! 


e know how difficult Riseof BUILDER 
the Robots canbe. Thehuge Hmmm, a tricky one, this. The 


range of moves can be diffi- 
cult to get to grips with at the best of 
times; and especially so if you're play- 
ing against a mate who's good at the 
sodding thing. Or playing against play- 


er 2, of course. So what we've done is ° 


to compile a bunch of special tips in 
that inimitable The One-styley. One 
quick look at these beauties, and Rise 
of the Robots will never seem the same 
again! 

Note: these tips were compiled from 
the Rise of the Robots on the CD32, but 
we reckon there’s a good chance they'll 
work on the A5/600 and A1200 ver- 
sions as well... 


CYBORG 


Let's face it, battling against yourself 
is going to be dodgy at the best of 
times; but for a guaranteed win you 
might like to try repeating the fol- 
lowing joypad ¢O@mbination: Up, 
Right, Fire. 


builder's a bit heavy and lumbering, 
so he relies on his brute strength to 
overcome his opponent. I'd use the 
tried-and-trusted Up, Right, Fire. If, of 
course, | were YOUR 


MILITARY DROID 


One of the toughest cookies around, 
the Military Droid. He’s a real git to 
beat unless, of course, you happen to 
read The One and you know the 
secret move: Up, Right, Fire. 


CRUSHER 


Facing his grip of steel, overcoming 
the Crusher needs a special blend of 
wits, steely nerve and sheer brute 
strength. Hence, we recommend 
these moves: Up, Right, Fire. 


SENTRY 


Now, | personally don’t remember 
what this one looks like, or exactly 
what he does. And | really can’t be 
arsed to go and look. But | can say, 
with a certain degree of confidence, 
that a few swift ‘Up, Right, Fire’s will 
soon have him on Ais way. 


SUPERVISOR 


Ah, the multi-morphing talents of the 
Supervisor. Now she is a really tricky 
customer, and if you're not careful, 
she'll have you all over the shop. 
However, back her into a corner, and 
do Up, Right, FireéoRepeat until dead- 


ly. 


LOADER 


The loader’s lengthy reach and huge, 
strong claws make him an extremely 
worthy opponent. Because of this, we 
advise that you use this special joypad 
combination: Up, Right, Fire. 


PLAYER TWO MODE 

If you’re playing a two-player game, 
and player one uses any of the above 
key combinations against you, our tip 
is this: go off and make a cup of tea, 
relax, and resign yourself to an early 
death. 


" Sensible 
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SHADOW 


‘Up, down, left, right, forward, fire’ — it’s not exactly deathless prose is it? Still, | expect 


you'll be wanting to read it, and I suppose it makes a change from: ‘Go North. Go South. Go 


quietly insane’ or ‘place the honeycomb on the dwarf's sandal and turn the wizard’s knob’. 


CHEAT MODE 


Oh go on then, you lucky little shadow 
things, try typing these codes in on the 
selection screen: 

TEREKAKKU: 

Gives you unlimited credits 
PARAPONZIPOPO: 

Lets you fight as the macabre Puppaz 
MBARIVIDISOCCAFFARIMBARI: 

Let’s you fight as the Shadow Fighter 
EBBRAVOSCECCU:Type this in at the 
start of each round and your oppo- , €\ 
nent will lose all Shery: ae 


SORIA rk ie 


Special Moves: | a ‘te . 
8 1). The Spinning - bine 
Roundhouse: Down, & sa 
down/back, back + fire. 


; forward + fire. 
el Kick: Jump, 


| Special Moves: 
» | 1.) Electric Body: Rapid 
= fire. 

2.) Power Launch: Down, down/for- 
ward, forward + fire. 

3.) Earth Power Energy: Down/for- 
ward, down, oe ek. back + 
fire. 

Pu 4.) Electric 
down/back, Be 


merang: Down, 
+ fire. 
, up + fire. 


YURGEN 


Special Moves: 
1.) Gun Fire: Down, 
down/back, back + fire. 
2.) Power Fist: Down, down/for- 
ward, forward + fire. 

3.) Earthquake Fist:Forward, 
down/forward, down + fire. 


SLAMDUNK 


Special Moves: 
| 1.) Jumping B-ball: 
Down, down/forward, 
forward + fire. 
2.) Spinning Firé Kick: Down, up + 
fire. 


3.) Speed Attae brinas 
fire. Fe “a 2 ~] 
4.) Spinnii He ‘ , | 


dow 
5.) Hee 


downiil 


oe <<: — | 
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CODY 


Special Moves: 


fire. 
2.) Fast Punch: Rap 
3.) Flying Power & ick: 


TONI 


Special Moves: 
1.) Burning Uppercut: 


disia + fire. 
2.) Spinning Fire: Down/forward, 
down, down / back, back + 
fire. i. 
3.) Flame Ki 


<i . ee 7 * ~* . 
eS 


1.) Kuto Kick: Forward, 
down/forward, down + 


Forward, down/forward, 


Smash Fist: 
wn/back, back 


ee > 3a 
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| SALVADOR 


Special Moves: 
1.) Sp nning Powerball: 
Do n, do in/forward, 
forward + fire 
2.) Turning Flip- 
fire. Beet: 
3.) Flash P 


Own, up + 


ard + 


a FAKIR 
| Special Moves: 


Down, down/back, 
back + fire. 
2.) Mystery Fire: Down, 
down/forward, for- 
ward + fire. 

3.) Teleport: 
Down/forward, 

down, down / 

back, back + fire. 

4.) Magic Carpet: 
Forward, 
down/forward, down + 


YARADO 


Special Moves: 


Sw) Down/forward, 
dow down / back, back + 
fire. 

2.) Spirit POWRr Down, 
down/back, back + fire. 
3.) Electric Body: Rapid fire 


4.) Electric Splash: Jump, '! 


down / back + tire 
5.) Spinning Arms: Back, for- 
ward + fire 


1.) Genie Hurricane: 


1.) Eleetric Speed: " 


TOP-KNOT 


Special Moves: 
1.) Fast Fire Somersault: 
Down, down/back, back 


2.) Spinning Kick: Forward, 
down/forward, down + fire. 

3.) Power Combination: Down/for- 
ward, down, @owr/back, back + 
fire. 

4.) Speed Elfaww Smash: Back, for- 
ward + fire. 

5.) Hangman $s Uppercut: Down, up 
+ fire 


MANX 


Special Moves: 
1.) Fire Hands: Forward, 
down/forward, down + 
fire. 
2.) Cutting Claws: Down, 
down/forward, for 
ward + fire. 


3.) Rolling Claw a 
Slash: Back, fom ™ J] 


ward + fire. 

4.) Tiger 

Pounce Attack: 

Down, . : a 
down/baek, >; ¥< — 
back + fire: , 

5.) Falling Anger: 


Jump, down/ieck = fire. 
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OKURA 


| Special Moves: 

1.) Electric Sword: 

Rapid fire. 
2.) Spinning blade; Down, 
down/forward, forward + fire. 
3.) Thunder Power Sump, 
down/back + fire 
4.) Steel Sword: Fonwerd, 
down/forward, Gown + fire. 
5.) Teleport: Forward, ~~ 
down/forward, . 
down + fire. ** 


TOSHIO 


Special Moves: 


1.) Fireball: Down, down / 


back, back + fire. 
2.) Speed Dragon: Down / forward, 
down, down / Back, back + fire. 
3.) Dragon Uppercut: Down, up + 
fire 
4.) Dragon Kick Gown, down / for- 
ward, forward + tire 
S.) Circle of Fine: Forward, down/for- 
ward, down + fire. 


LEE CHEN 


| Special Moves: 


| 1.) Fire Handspring: 
| Dow up + fire. 
2.) Fist of Falliag Sun: Down, 
down/forward, forward + fire. 
3.) Fire Fist: Dower, @own/back, back 
+ fire 
4.) Fury Kick: Rages fire. 
5.) Falling Siamcieku: Forward, 
down/forward, douwn + fire. 


THE 
SHADOW 
FIGHTER 


- Special Moves: Not telling 
you; but take @ S@OK at these... 
1.) Vindaloo Breath 
2.) Flying Chackem Balfrezi (served 
flaming in an @am Kora): 


Special Moves: 
1.) Liquid Silver Attack: 
| Down, down/back, back 


2.) Melting Ba@y. Down/forward, 
down, down # Gate Back + fire. 


PUPAZZ 


Special Applications are: 
Bowling Ball 
————= Buzzing Saw 
Electric Fence Force 
Flame Thrower 
Jack-in-box Puner 
Head Bomb 


CLASSIC 
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There might not be any new games, but who gives a bugger when 


there are so many old ones for us to tell you about. At great 
ee length. Lucky, lucky us. This month our classically trained eyes are 
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DUNGEON MASTER 

Go to the dungeon entrance and face 
the door. Cast the spell OH EW RA. You 
will see someone interesting. To 
advance ninjas one level, stand in a hall 
and throw your weapons. Then get 
them, and repeat. This also works with 
magic and fighter levels. Cast a spell at 
the air, or slash and bash until you gain 
a level.-For a bit of nastiness, return to 
the entrance with the Fire staff, but 
leave the power gem behind. Halk isn’t 
as stupid as you think, give him magic 
objects and he will gain enough spell 
points to cast LO. Have him keep cast- 
ing this and his magic powers will 
develop. 

Here are some undocumented spells: 
YA BRO ROS — Leaves a trail of foot- 
prints 

VI BRO — Shield poison 

DES IR SAR — Darkness 

FUL BRO NETA — Fire ball shield 

OH KATH RA — Lightning Bolt 

ZO —- Open doors 

DES EW — Weakens non-corperal 
(undead) beings 


DUNGEONS OF AVALON 1 
and 2 

1: Go to the Adventures Guild, and load 
in one of the characters given at the 
start (let's say you chose Amber). 

2: Create five new characters, of any 
race or type. Make sure that all five peo- 
ple have at least 130 gold pieces. 

3: Go to the weapon shop, and pool all 
the gold, giving it to Amber. 

4: Go back to the Adventurers Guild 
and remove all players but Amber. 

5: Now load in the other five characters 
that are pre-made at the start of the 
game. You can now start your quest 
with somewhere in the region of 1000 
gold pieces — unless you kit everyone 
up at the weapon store, train etc. You 
can repeat this as many times as you 
want each go, giving you in effect infi- 
nite money. 


DYNAMITE DUX 
Type in CHEAT on the title screen for 
the cheat mode. Pressing F1-F6 will let 
you advance to the corresponding 
level. Type NUDE to get to the box- 
ing sub game. 


D, E and ever-so-slightly F. 


1-1: 
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LEVEL CODE 
End monster on 
section 8 of each 
level: 


UKCLMNKT 


‘ VAGWIQNE 
‘ UAGWUNA 

: UANWIINE 

> MUVWLGPL 
>: UKRLMTKV 

: VAGWGINA 
>: VANWIQNZ 
: VANQWVNA 
> MUBWNENC 
-3: UKRLNGKT 

-4: VANWQONE 
-5: UKCLNBKT 

: MUBWNINC 
-7: UKRLEHKT 

>: VANWQUNZ 
> UANWIPNA 
-2: UAGWIPNE 
-3: VAGWGIJNA 
-4: UANWIENE 
-5: MUVWLOPT 
-6: UKRLPHLV 

-7: VAGWGENA 
> UANWIPNZ 

: VANWQQPA 
-2: MUBWNNEC 
>: UKRLNLHT 

-4: UANQWIPE 
: VANWQSPA 
: VAGWQSPE 
-7: MUBWNLZT 
>: UKCLNNHL 

: UANWUPA 

: UAGWUPE 

: VAGWGQPA 
> MUVWLGEC 
-5: UKCLPMHT 
-6: UAGWGIPE 
-7: VAGWGSRA 
>: UANWIPZ 

-1: MUVWNSZC 
: UKRLNGHV 

: VAGWBVPA 


DYNABLASTERS 


: VANWQEPE 
: VANWBOPA 
>: MUBWNOET 
: UKRLEBHT 

: UAGWBEPA 
-1: UANWGUPA 
-2: UAGWGVPE 
: MUBWLSZT 


-4: UKCLPHHV 


: UANWGEPA 
: UAGWGEPE 
: UAVWIOTA 
>: MUVWLEEG 
‘ UKCGNNKT 
: UAGRGJNA 
: UAGRQQNE 
-4: UANRQINE 
: MUGWNG- 


: UKRGNTKV 
: UAGRBINA 
>: VUANRQQNZ 


Some other 
codes for you to 


try: 

1-8: 
2-5: 
2-8: 
3-1: 
3-6: 
3-8: 
4-7: 
4-8: 
5-1: 
5-8: 
6-1: 
6-7: 
6-8: 
7-3: 


UAYKOJEP 
ROVEWTPC 
MUVEESCG 
MXVCLSAH 
MXCCLIZY 
UANVGPEP 
ROCEGMPU 
ROOCLWEL 
MUKCMNEG 
ROLCLSEW 
UAYVLHPP 
ROFVWBNL 
MXREPVNM 
UAHKBMZP 
MAREWGKP 


-7: MXREVQNM 
: UARKIMGZ 


-2: MXAEPMYH 


: MAHEGSLN 
: UKVOEOVL 


DYNASTY WARS 
When the title screen appears, type 
CHEAT MODE. From now on, press F2 
to skip to the next level. Pause the 
game with F9, then hold down SHIFT, 1 
and HELP, followed by unpausing the 
game with F10. You will be able to skip 
levels by pressing the F2 key. 


ELIMINATOR 

Press HELP on the title screen and 
type in the required code to start the 
new level. Bear in mind that the 
Eliminator only starts with a poxy sin- 
gle-shot blaster; finishing the level 
may not be as easy as it was getting 
into it. 


Level 

Password 08 GEEGEE 
02 AMOEBA 09 HANDEL 
03 BLOOOP 10 ICICLE 
04 CHEEKI 11 JAMMIN 
05 DOINOK 12 KIKONG 
06 ENIGMA 13 LAPDOG 
07 FLIPME 14 MIKADO 


There is a bug on level five! If you fall 
in the water when collecting the 
weapon icon on the right hand side, 
the program goes into a loop. Finally, 
to gain high scores, you should be 
prepared to lose ships at strategic 
points just before the next 10,000 
bonus so you can shoot things twice 
and build up your score. 


ELF 

Type CHEAT on one of the 
talking screens (cunning — 
Andy.). You will be told to 
type in CHOROPOO while 
playing. You then receive 99 
pets and your energy level 
will rise back to normal.Press 
W to get the Wolf potion and 
the Hard man potion can be 
obtained by pressing H. 


E-MOTION 

When the title screen appears (the one 
with Einstein) type in MOONUNIT and 
press Return. Start the game as usual. 
If that password doesn't work, try E- 
MOTION instead. Now use the follow- 
ing keys: 

F1: skip a level 

F2: Go back a level 

F3: Go forward 10 levels 

F4: Go back 10 levels 


E-SWAT 

Pause the game and type JUSTIFIED 
ANCIENTS OF MUMU. The screen will 
flash and 99 credits are yours. Trying 
entering it with no spaces if it doesn’t 
work. 


EDD THE DUCK 

If you are stuck on a particular level and 
can’t get off, press the left mouse but- 
ton to advance you to the next level. 


EMPIRE STRIKES BACK 

On the title screen hold down the HELP 
key and type  XIFARGROTCEV 
(VectorGrafix, only backwards). try 
XIFARG ROTCEV if that doesn’t work. 
In-game the following keys do various 
things: 

L: to show a picture of Luke 

C: to show a picture of CP30 

D: to show a picture of Darth Vader. 
You can now use the number keys to 
play the sampled speech. 


ENCHANTED LAND 

Type TCB RULES FOREVER on the intro 
screen and the screen will flash. 
Pressing F3 will allow you to enter an 


edit. Pressing F2 followed by a space 


will take you to the end of level 
guardian. 


ENLIGHTENMENT (DRUID Il) 
When you reach a new unexplored 
plane, take out the disk and kill the 
druid. Instead of returning to the vil- 
lage, you will be returned to the plane 


you died on. Insert the disk, and start 
playing again. Use this as many times 
you want. However, there is a problem 
with this, you lose all the spells that you 


normal compliment of spells. So you 


you can explore the later levels. 

To find secret levels at the start of 
the game immediately go left to the 
desert, then continue left to the fire 
zone. Head to the uppermost left cor- 
ner of this area, and you should see lava 
with a patch on it that looks like a sec- 
tion of the Firewall spell. As quickly as 
you can, walk on this patch and you'll 
be whisked away to secret levels. 


When you first begin to play Enduro 
Racer, after the countdown type the 
word CHEAT in on the keyboard. 
Having typed that in, pressing one 
of the following keys will result in 
a specific effect: 

T: Gives you an extra 10 seconds to 
complete the race 

S: Advances you one checkpoint 
F: Gives you turbo speed (210 kmh) 


EXECUTIVE LEADER 
BOARD 

Use a 6 Iron on the 7th hole and you 
can get a hole in one. 


EXOLON 
For infinite lives type in ‘ad astra’ (low- 
ercase with space) on the high score 
screen. If not, try it all caps ‘AD ASTRA’ 
( with space) 


EPIC 


These are the level codes for EPIC: 


1: AURIGA 6: CETUS 
2: CEPHEUS 7: FORNAX 
3: APUS 8: CAELUM 
4: MUSCA 9: CORVUS 
5: PYXIS 


Also Enter has a few uses: refuel, 
repair shields & boost weapons. 


ELITE 


When asked for the password from the manual instead of typing the correct 
word enter SARA and press Return, now enter the correct password and again 
press Return. In-game pressing the * key on the numeric keypad will bring up 
had before, and start the game with the a hacker screen, and typing a selected byte number and entering a new value 
will have some effect in the game. Pressing the Esc key returns you back to 
might not last long on later levels, but the game.The byte values to change, new value and effect are listed below: 


BYTE NUMBER 
12 
13 
18 
1F 
23 
24 
26 


NEW VALUE 
00-FF 
00-FF 
FF 
46 
02 

01 

01 

01 

01 

01 

03 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 

01 
00-08 
01 


EFFECT 

Create New Galaxy 

Create New Galaxy 

Loads of Credits 

7 Light Years Fuel 

Large Cargo Bay 

E.C.M. System 

Pulse Laser 

Escape Pod 

Energy Bomb 

Docking Computer 
Galactic Hyperdrive 
Mining Laser 

Military Laser 

Cloaking Device (‘Y’ Toggles on/off) 
Loads of Food 

Loads of Textiles 

Loads of Radioactives 
Loads of Slaves 

Loads of Wine 

Loads of Narcotics 

Loads of Computers 

Loads of Machinery 

Loads of Alloys 

Loads of Firearms 

Loads of Furs 

Loads of Minerals 

Loads of Gold 

Loads of Platinum 

Loads of Gem stones 
Loads of Alien items 
Refugees From Super Nova 
Important Thargoid Document 
Clean Legal Status 
Harmless — Elite Ranking 
E.C.M. System Jammer (‘L’ Toggles on/off) 


Press ESC to get back to the game. 


ESCAPE FROM THE PLANET OF THE ROBOT 


MONSTERS 


This cheat only works in a one player game. In-game when you reach the 
Reptillon monster, run past it and stand in the centre of the join of the gates 
that block your way. When here waggle the joystick left and right and keep 
dropping bombs. In a few moments you'll go ‘through’ the doors and appear 


on the other side. 


EYE OF THE BEHOLDER 
Make two copies of Disk 2 then make 
up your parties on both disks. Play the 
game as usual, but when you find any 
secret passages or walls, or unlock any 
doors, insert the other disk and contin- 
ue playing for a short while. This pass- 
es all the data onto this disk. Replace 
the original disk and continue playing 
and now, if you get stuck in the game 
and you have to start again, simply con- 
tinue with the other disk and all the 
doors that were previously locked will 
be open. Plus, you'll be able to pick up 
the keys that you needed to unlock 
them as a bonus! 


EYE OF HORUS 
When ‘Press Fire to Start’ appears, 
enter ‘SPAM’ to activate the cheat 
mode.You will have unlimited lives 
and will not need the coloured keys 
for elevators. 


EYE OF BEHOLDER II 

1) Load the game as normal and select 
“Create New Party”. When the empty 
boxes appear, click on the top left box, 
then select race, class,alignment and 
portrait. Now go to the Modify box and 
boost all the statistics in this order: 
Strength, Intelligence, Wisdom, 
Dexterity,Constitution, Charisma and 
Hit Points. Now you can click on 
Strength and boost it to maximum, 
regardless of limitation put on the race 
or class of the character, so from now 
on, for example, you can have a super- 
hard wizard with a strength of 18/99. 
2) At the character generation screen, 
always increase all stats that you can 
(that includes Hit Points) to as high as 
they will go. 

3) If you want a Mage, Cleric or Paladin 
to use a two handed weapon as well as 
magic, then do the following. Put the 
weapon down on the ground,and their 
spell book or magic symbol in their sec- 
ond hand. Click the right mouse button 
on this for a list of spells to appear. Pick 
up the two handed weapon and place 
it in the characters primary hand. As the 
list of spells is still up, they can now cast 
spells and use a two handed weapon at 
the same time. You will have to repeat 
this process after using the compass 
etc.On the wasp level, stand on the 
spot where the two rooms join (the 
room to the south which has a crack in 
the wall — the hornet's nest) and rest. 
This should generate four wasps 
which can be killed easily to gain 
experience points. 
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F-19 STEALTH FIGHTER 
Press ALT-H to get the pitch lines on 
your HUD, fly upside down, turn off 
your engines, keep your plane about 
10 degrees on your HUD and watch 
that baby climb. 


4D SPORTS BOXING 

To race through the ranks, place your 
emphasis on your Strength meter on 
the training screen. Then when fight- 
ing, keep your finger on the fire button 
and walk towards your opponent. 
Don't bother trying anything else as this 
tactic will KO everybody! 


F-15 STRIKE EAGLE Il 

If you run out of missiles or, for that 
matter, anything at all, simply press 
CTRL, ALT and R simultaneously to 
replace all of them. 


F-16 COMBAT PILOT 

If you're fed up with landing try the fol- 
lowing: Jettison all fuel and weapons 
and climb to 65000ft. Stay there until 
the last of your fuel runs out. Dive 
towards the ground and at 10 or 11 
thousand feet pull up hard. You will 
then be able to rise about 4000 ft and 
then start falling towards the ground. 
Just as you hit the ground the mission 
will end safely. 


F-29 RETALIATOR 

Enter your name as THE DIDY MEN 
(with spaces) on the enrolment screen. 
Click on the Colonel icon and press 
Return. Select the battle area as normal 
and select mission control. Accept a 
mission (without selecting one) then go 
back and select a mission. Now start the 
game and play as normal. When it 
comes time to land simply press Enter 
on the numeric keypad and the plane 
will land automatically. 

To fly any mission with infinite 
weapons simply enter your name as 
CIARAN on the enrolment screen and 
press Return, then load up your pilot's 
log. The name should now read 
‘OCEAN OK’. Proceed as normal from 
thereon. 

1. When you get killed on a mission, 
instead of restarting the game, wait 
until the ‘Service Terminated’ screen 
appears and reset your computer. 
Reload the game and your pilot 


b-] Taxi down U.S. 101, 


should be intact. 

2. Set up your mission as normal but do 
not enter the weapons selection screen. 
Now when you start your mission you 
will have unlimited Thunderbolt mis- 
Siles. Fire away! 


FA-18 INTERCEPTOR 

turn right at 
Highway 92, pull up to the EA 
Headquarters and blow it away! In mis- 
sion 6, once you've fired all your mis- 
siles, you can land on the Shadow Sub 
(if it’s still afloat) and it will refuel and 
rearm you. Select the “2 Free Flight, no 
enemy confrontation” option from the 
main menu. Then select zero instead of 
1 to 4. The screen will go into a spiral 
and scroll way south to 34 by 117 
degrees, placing your plane somewhere 
without a runway. This happens to be 
in the middle of Edwards Air Force 
Base, where the F/A-18 was flight test- 
ed. To take off you have to use the 
afterburners. 117 degrees is the fur- 
thest south you'll be able to fly, but you 
can go in other directions. 


FAERY TALE ADVENTURE 
Take a save game file and use a PD pro- 
gram such as NewZap to patch byte 18 
to a non-zero value. Load your save 
game, and now these cheat options are 
enabled: Arrow Keys — Move Rapidly 
over any terrain 


B Summon Gold Swan 
R Rescue Princess 
= Display coordinates 


F10 Location in coordinates 
F9 Increase time by 1 hour. 


One of the hardest things to over- 
come when first starting the game is 
how to avoid dying. Here's what you 
do. Make the crystal palace on the isle 
of sorcery your prime target with the 
first character, Julian.When you con- 
front the good witch, click on ask. She 
will give you a good statue and a clue. 
Now keep clicking on ask: your luck (or 
lives) will rise from 20 to 65. This makes 
you impossible to kill. You can always 
return to the same spot and do the 
same if your lives run low. 

Sometimes you can accumulate all 
the treasure you want by going near 
the item, pressing space bar, and then 
continue hitting T. You'll receive an infi- 
nite supply of that treasure.Save your 
position in a dungeon. Then go through 
it until you run out of keys. When you 
restore your game, all the doors will be 
open and you will have a new set of 
keys. Also works in caves. 

Jump on the turtle and start slash- 
ing. Your bravery points will go up to 
infinity and it doesn’t hurt you or the 
turtle. On the island with the Crystal 
Castle, press the right mouse button 
while talking to the Sorceress and your 
luck will go up to 65. ‘ASK’ing the 
Sorceress several times will usually 
boost your luck.If running low on Green 
keys, use a secret entrance for the 
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FEDERATION OF FREE TRADERS 

Advancement in rank has nothing to do with the amount of credits to your 
name. It is related to the number of missions you complete and ships destroyed. 
The only way to earn a lot of credits is to haggle on the trade-net. By staying 
in the space station on the net,and trading in guns, food and gold, you will 
quickly build a fortune. Travelling to space stations requires you to jump until 
you cannot get any further. To complete the missions: 

MISSION 1: Take message: just go there! Use E pod. 

MISSION 2: Destroy aliens, but not unknowns: Kill 4+. Use E pod. 
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MISSION 3: Destroy Sat! 
MISSION 4: Escort convoy. Use E pod. 


MISSION 5: Investigate disappearances. Kill 4+. Use E pod. 


MISSION 6: Search for survivors. 


MISSION 7: Escort VIP. Land on planet then go to destination. 


MISSION 8: Go and report. 
MISSION 9: Destroy alien. 


MISSION 10: Rescue civilians. Land on planet. 


fort.It’'s on the left side, almost even 
with the door. Beating the Turtle is not 
beating, it is pushing, so push the tur- 
tle across the land, to use it in special 
places: The turtle was programmed in 
asbestos,and can swim in Lava. It can 
be used to enter the black citadel at the 
south.Also, while it is present, you are 


FLOOD 


Level Codes to begin or skip to any 


not attacked, but by the time one has _ level 
the turtle, one is already invincible. 1 FROG 22 REED 
2 YEAR 23 LIME 
FALCON 3 QUIF 24 QUID 
Press CONTROL-X ( X SHIFT & CONTROL 4 LONG 25 WING 
keys) for increased afterburners,eight 5 WORD 26 FLEE 
sidewinder missiles, and a full maga- 6 FRED 27 GIGA 
zine. Don’t know if it works on the sce- 7 WINE 28 HEAD 
nario disks.Also, if you have trouble 8 GRIP 29 LOOP 
landing, select END MISSION after com- 9 TRAP 30 SING 
pleting your mission.For a perfect land- 10 THUD 31 JOUX 
ing every time, hold HELP key down 11 FRAK 32 PINK 
about 10 — 20 feet above the runway. 12 VINE 33 GOGO 
If you get badly hit, don’t bail out, 13 JUMP 34 LETS 
instead swing round & head for 15 FOUR 35 QUAD 
home.Press ‘HELP’ and the ‘+’ on the 14 NILL 36 BRIL 
keypad and keep them depressed. The 16 GRIT 37 EGGS 
Fi6 will stay level and drop 17 ZING 38 HENS 
down.Switch to tracking mode & rotate 18 JING 39 HAIL 
to side view.Just before touch down, 19 LIDO 40 SOAP 
pitch up the nose and the plane will 20 POOL 41 FOAM 
touch down successfully every time. 21 HATE 42 MEEK 


Select end mission & you will be res- 
cued even if you are in enemy territo- 


ry. 


Try the de words MEEK or SOAP 
to access any level. 
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EP UNIQUE TRAINING MODE WITH SPECIALLY ARMED PUPPET 


17 CHARACTERS TO GHT. 
> ExTrR« & FIGHTERS AVAILABLE WW Ese_Ly ‘SS wrHice 


MEANS... 
.. MORE FIGHTERS THAN ANY OTHER AMIGA BEAT ‘EM UP, 


AT LEAST 25 OMFEFENT MOVES FER FIGHTER. 
= Siooo OFTION OURING MATCH FOR ULTRA VIOLENCE. 


1992 GREMLIN INTERACTIVE LIMITED. ALi RIGH 


TS BESERVED. GREMLIN INTERACTIVE LimiTES, Cary 


THE MACABRE PUPFAZ. 

AVAILABLE ON: 

AmiGA 500/600 OUT NOW, 

1200 AND CD32 COMING SOON. 


ere Mouse. 2-4 Caever STreecr. Sweerrie.o ST 4FS, ENGLAND. Ter: (0114) 275 3423. 


TIPPINGS 


SNIPPING THE 


SNIP TIPS 


I'd like to thank everyone who's sent in tips and cheats this month, but remember to let 


me know what machine you own in case you win a prize. Anyway, get all your goodies in 


to me, That Nice Mr Tips, at: Please to be Snipping my Tippings, THE ONE, Priory Court, 


30-32 Farringdon Lane, London EC1R 3AU. Or e-mail us at: theone@cix.compulink.co.uk 


DEATH MASK 
Alternative Software 

Many thanks to Jason Burke of 
Peckham who, according to his letter, 
“...bought the game yesterday and 
have just finished it.” Oh well, there’s 
value for money! Here are all of the 
level codes, just in case anyone who 
can't complete the game in a day (not 
that | think there'll be too many). AND 
LISTEN! Don’t forget to tell me what 
machine you own or, like Jason, you 
won't get the prize you deserve! 


00000 62438 75330 
52385 28283 58474 
22428 85325 38392 
84843 10769 55276 
22087 25324 68163 
38641 43542 75156 
06395 62156 70948 
33442 84678 54334 
35527 57093 39814 
48962 29264 52262 
65074 47446 73164 
SWOS (A5/600) 
Renegade 


An interesting little bug has been dis- 
covered by a gent who simply wanted 
to exchange Eric Cantona for Inter 
Milan’s Ruben Sosa. He then realised 
that — what with Eric being worth 
£7m — he ought to ask for Darko 
Pancev as well. So he did this, offering 
no money but a straight swap, which 
Inter accepted. But wait! What's this? 
Not only has Sosa joined, but Eric has 
remained in the Man Utd. side, while 
Darko... well no one seems to know 
where he’s gone! 

This little bug seems to revolve 
around swapping one high value play- 
er for two lesser players, but it seems 
to work on and off, and only on the 
A5/600 management game. This defi- 
nitely does work (‘cause I've just done 
the ‘Cantona-Sosa-Pancev’ scenario 
myself on our A600), but as to the exact 
workings of this cheat — you'll have to 
experiment and work it out for yourself. 


APOCALYPSE 

Virgin 

Here's a very nice, if not complicat- 
ed, little doobie from Sean 
Tunnicliffe which makes you 


immune to enemy fire. At the start of 
each level, press and hold K, and then 
press and hold N (while still having K 
held down), then release K and press 
and hold A (while still holding N), then 
release N and press and hold R (still 
holding A), then release A and press 
and hold F (while still holding R. Finally, 
release R and then release F. A bit like a 
game of Twister, but well worth it! 


BASE JUMPERS 


Rasputin 

Well I'll be damned if | don’t just have 
those codes | promised you way back 
in my review. See if you can't make up 
some of these ‘wrods’ for fun and frol- 
ics ahoy! 


Sub games PAC BAT 
SEU HOP MAD 
OLD FLY TUT 
NEW RUN END 
BEU Level Codes WAR 
BOM ONE 

NAB TWO 


Cheats:(type on the options screen) 

WIBBLE — Infinite lives 

FLIBBLE — Press HELP and type ‘WIN’ 
during play to go to end of that stage. 


JUNGLE STRIKE 
Ocean 
Hello, must be time for Alex Simms to 
step in and take over ‘Snip Tips’. We 
start this month with a collection of 
Jungle Strike (AGA only) codes (which, 
due to poor writing, could either fea- 
ture ‘5’s or ‘S's. If the codes don’t work, 
try swapping them.) Sorry... 

level 2 — ROXVWT74JKR 

level 3 — 9XVWT7N5GFJ 

level 4 — XVWT7NL6CDY 

level 5 — VWNL456HDBT 

level 6 — WTL456MPYRN 

level 7 — T7456MHPGFF 

level 8 — 7NS6MHGCDY 

level 9 — NL6EMHPGCZY3 

level 10 — L4MHPGCZJKA 


And for A5/600 owners... 
level 2 — RXMCK3RVMCZ 
level 3 — 9VMZBWZ4PFB 
level 4 — XNGOXN4MZ34 
level 5 — VHKRWPCJR79 


level 6 —W74)JV6PC3WY 
level 7 — TN6Z3L6MHFB 
level 8 — 7UYK39XV49 
level 9 — N4J3RWNL4GG 
level 10 — LEDMYRVWT67 


MR BLOBBY 
Millennium 

Alex then wastes his time completing 
the code list | started in January's issue. 
Blobby blobby blobby (aha ha ha!) 


BABE ENEB DCUL 
CCAH FMBF EWMC 
DAKD GGBL FVCN 
EMEA HBHK GOCU 
FLAF AIKB HCPT 
GGAK DBTL BOBH 
HAHJ EVMB DOND 
BAJM GOBT FOOF 
CKAP HBPS GGDN 
DASL AADC HDHM 
EUMA BCBG AIMD 
GOAS DCMD BOJP 
HAPR EOEC DOVL 
AACB HCHL EXMD 
BBBF AILC FWON 
CCBI CKCR 

PREM. MAN. 3 

Gremlin Interactive 

And a quick snippet from. the 


Alexmeister. To add £1.5M to your 
account, dial 343343. 


DRAGON STONE 
Core Design 

Please find below the unorganised level 
codes | managed to club together while 
reviewing Core’s little dragon-y adven- 
ture, mixed in with a couple of codes 
sent in by regular Snip Tips personality, 
Alex Simms. | thank you. 


By1 pvHo-xLB-TSJkbkHN 
rMEmYMyBAL8CTHnwTMHB 
By1 AYK3-xLI-T5nTbTac 
ekEJuaYMaoFFdFWkbPHw 
eM 1Sj-UMpxxXdFOkTPH9 
eM 1 fyvwTM 1xdXdFWkTaHC 
eyEfdwVMEobFdOWObmHw 
6rE+dwfMEobFdOWObmHw 
6y1SXw6MaoMFdFWObmH- 
6r1f7-fkEodFdOOmTmHw 
6r1f7-fkEodFdOWmTmH- 
6k1qv-AkaooFdFOmTmH- 


6ME + +-dkasbFdOOPbnH- 
GM14gMowxZG-05n5bUac 
Gy14+Mowx2Y-05n5TUa2 


VITAL LIGHT 
Millennium 

How do you fancy a few level codes 
from the man who knows? (Yes, it’s 
that bloody smart-arse Alex. Again! Get 
off me!) 


level 8 — 72131 

level 16 — 48063 
level 23 — 50083 
level 31 — 08242 
level 38 — 41217 
level 46 — 13203 
level 53 — 14219 
level 61 — 78475 
level 68 — 23757 
level 76 — 65942 
level 83 — 21240 
level 91 — 82112 


level 98 — 38412 


BRIAN THE LION 


Psygnosis 

Enter ‘Mrs Turnip’ as your password 
and the screen should flash. During play 
you can now press Caps Lock and... 
H — Nine hit points 

L — Nine lives 

J — Nine of each power-up and credits 
K — 999 Gems (once you lose a life) 
O — Opens map (once you lose a life) 


ALFRED CHICKEN 


Mindscape 

On the title screen, type in ‘HELPMARK’ 
for a level start screen. Press 1-9 orA, 
B, for the level you want. 


ALIEN 3 

Probe . 

On the option screen, select Hard level 
and six credits. By then pressing the 
space bar and ‘N’ you'll move up a level. 


OVERKILL AGA 
Mindscape 

And finally, the A.S. column comes to 
an end. Thanks a million mate, a plop 
of games are on their way to you... 
Enter NZL as your initials on the high 
score table for infinite lives. Byee. 
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As always, Matt The Medic is polishing his 


couch and sharpening his proboscis ready for 


yet another month of helpful hands, tipping 


tentacles and comforting cuddles. So, who 


wants it first? Yes, you in the blue rubber 


bikini. Don’t be shy. For ‘tis spring! 


Dear Matt, 
Please can you help me? | am really use- 
less at adventure games. On Monkey 
Island 2 \'m stuck in part two where you 
have to collect all of the map pieces. 
I've got the first piece from the man- 
sion, but can’t get the hammer and 
nails from the woodsmith to hammer 
Stan into his coffin. 
A Mann 
Little Chance of Identification 


Hey! A nice easy Monkey query to get 
the ball rolling! Okay, when you first set 
sail for Scabb Island, give the broken 
oar to the woodsmith to fix, then visit 
Wally and give him the lighthouse lens. 
Go to the /Jaundry and use the saw to 
cut off one of the MoLMF's wooden 
legs. Go back to the woodsmith's and, 
as he’s not there anymore, take a ham- 
mer and some nails. Ah! 


Dearest Matt The Medic, 
Could | beg for your expert advice on 
Valhalla? Do any of the following have 
any use, and how do | operate them? 
Alter of Sadness? Water of Beauty? 
Water of Hope? Eye of the Beholder? 
The lit candle on the altar, and the unlit 
one | hold? The skull that says “Bring 
me remembrance."? If you could see 
your way to enlightening me ! would be 
eternally grateful. 
Bill Baxter, 
Somewhere, out there. 


Okay matey, these answers come in a 
bit of a jumbled order, but I’m sure 
you ll be able to untangle it. The Eye of 
the Beholder should be put into the 
Water of Beauty, whereupon it will give 
you a green crystal, which can be used 
on the guardian with green eyes. As for 
the candle, if you're talking about the 
one | think you are, go to the Chasm 
room and put it opposite the other can- 
dle to open the chest. The skull asking 
for “remembrance” needs to be given 
the poppy found in the room quarded 
by the skull asking for a password (to 
get past him, incidentally, you need to 
look into the infinity gem). The ‘remem- 
brance skull’ will then give you a parch- 


ment which should be put onto the 
Altar of Sadness to collect the Tears of 
Loyalty. There! | think that just about 
covers everything. It’s in my pockets. 


Hey kids! Playing SWOS are ya’? 
Looking for a top geezer hidden 
away in the lesser folds of the 
football league? Well get your- 
self a little ginger chap by the 
name of Mister John Byrne, cur- 
rently filling the number 10 shirt 
at Second Division Oxford 
United. He’s not much of a run- 
ner, but if you play him up-front 
in a 4-3-3 type formation and 
get the ball to him, every shot 
he takes is an absolute belter! 
This ‘tactic’ is very good for 
annoying your friends as they 
desperately try to kick the living 
crap out of him before he scores 
again! | now hold the office 
record, with a score of 8 - 0 
against Andy! And Byrne scored 
all eight! 


Dear Matt, 
| recently bought The Clue and did the 
first few burglaries with the greatest of 
ease. Unfortunately, | am now stuck 
completely with Suterby’s and the like. 
Can you help? 

Eddy Power, 


MATT'S SHOW-OFF SHELF 


MEDICATION REQUIRED 


FREE PRESCRIPTIONS 


around for every sixty quid vase. Plan 
which order you disable the alarms in, 
so that while your electronics specialist 
is dealing with these, other members 
are concentrating on the top cupboards 
in the west room (containing £1100 in 
coins and £700 in odds and sods), and 
the other high value items like the stat- 
ue (£1000) and the bottom right show- 
case (£700 silver and £600 jewels). Only 
bother with other dregs (there are 
painting worth £200 — £300 and var- 
ious bits of art to nick) if you happen 
to have someone passing, as it'll weigh 


Lincs. you down and waste time. As for the 


Great name Mr Power. Anyway, of 
course | can help — for | am, Mr Clue! 
An obvious first clue is to always stake 
out your location to 100 percent, and 
then go in for a good look around. It 
depends how seriously you want to 
play, but making a rough sketch of your 
primary targets on a pad ain't a bad 
idea at this point. When you get to the 
larger buildings, try to be a bit more 
selective with your individual targets to 
keep the ‘time spent : value taken‘ ratio 
in your favour. 

With, for example, Suterby’s, you've 
got a police patrol every fifteen minutes 
after 11:00pm, so you can't be sodding 


guard, just wait behind a door, and the 
second he appears, ‘kick him in’ or gas 
him. Happy stealing! 


Dear Matt, 
| have recently bought Flashback and 
am stuck on level 2. | have been to see 
lan, applied for a work permit, and 
have managed to get up to mission 
four. On this mission, I've got up to a 
large hole in the ground with a stone 
on the other side. A soon as | try to 
climb down the hole | fall to my death, 
so, please can you tell me how to get 
down safely? 
Adam Walker, 
Preston. 


The key to this is to throw a stone down 
into the hole to make the sensor send 
a lift up. What you actually need to do 
is start off in the screen to the left of 
the ‘hole location,’ and run right by 
pressing and holding fire while moving 
right. Just keep fire held down, and as 
Conrad reaches the hole, he'll auto- 
matically jump up onto a higher plat- 
form. You can now cross the screen and 
drop down onto the other side of the 
hole. By throwing the stone into the 
hole, you'll set off the sensor and, hey 
presto! one lift at your service. 


THE SURGERY IS 
NOW CLOSED 
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DESIGN A LEVE 
FOR ZEEWOLF 
AND WIN £200! 


Plus an infinite num- 
ber of runners-up can 
grab £25 for their 
trouble! 

Courtesy of Binary 
Asylum and The One 


ere at The One we know how 
much you love to see your 
name in lights, so how about 
the chance to see them in a brilliant 
game? Yep, thought that might inter- 
est you! And, just to take the point 
even further, how about designing an 
entire level that will actually appear in 
a full commercial game? Well now’s 
you chance, thanks to those nice peo- 
ple at Binary Asylum. 
All you have to do is take 
a look at the map shown 
here, and think up a mission 
to fill it with for their forthcoming 
sequel to the excellent Zeewolf. Exact- 
ly how you design the level is up to 
you, but you can choose to make it as 
busy or quiet as you like, placing 
enemy tanks, craft and bases hither 
and thither, along with allied vehicles 
to escort and hostages to rescue. 

If chosen, your mission will appear 
in the forthcoming Zeewolf 2, along 
with a mission title of your choice and 
(most importantly) a credit proclaim- 
ing something along the lines of... 
“Mission 10. Sausage, Egg and Death. 
This level was designed by Sharon 
Stone from Upminster, the winner of 
The One's design-a-level competi- 
tion.” Not bad eh? 

Of course, the other ‘rather impor- 
tant’ factor to be considered is that 
you could earn yourself a healthy 
£200 into the bargain, while an infi- 
nite amount of runners-up could col- 
lect £25 if Binary Asylum fancy their 
mission designs. 


wow! | 

If you're not oe 

familiar with ) 

the original Zeewol/f, then apart 

from anything else, get yourself off 

down the shops and buy a copy 

now, ‘cause it’s right bleedin’ cork- 

ing! Anyway, in the game you get to 

pilot a Zeewo/f helicopter 

through a great bundle of mis- 
sions, blowing up guns, attack- 


Name: __ 
Address: _ 
Name of mission: 


Mission Comments:___ 


ing tanks, rescuing hostages, and... 
well tons of stuff really. The missions 
you design must be tailored to 
include these elements, but other 
than that, there are no rules to how 
your design works. 

You can either cut out the 
map/entry form below, or send us a 
photocopy, marking clearly where 


you want the various bases, ships 
etc. to go. The best thing to do is 
devise yourself some sort of a 
simple symbol (great bit 

of alliteration mate. 

— Haz) for each item, remembering 
to include a key so that we know 
what the hell you're on about (e.g. A 
= tank, @ = hostages, etc. etc.) You 


aX 


can, of course, just redraw it from 
scratch on a larger scale; just 
)make sure that you keep the 
shape of the islands as accu- 
rate as possible. Good luck! 

The overall winner and runner-up 
winners will be chosen by Binary 
Asylum, and you have until the 28th 
of April 1995. Normal rules apply. \*) 


ALL DISKS COMPATABLE 
WITH ALL AMIGAS WHEN 
DISK K001 DISKSTART V1.3 
TO USED ON AS00+/A600/ 
A1200/A4000 


THIS IS NOT A FULL LIST OF OUR 


A'S) 


? 129 CATHERINE WAY ALL DISK. 
BATHEASTON | | 
PEEDY PD - BATH AVON UAKIN | 


BATH 01225 858229 BAI 7PPB 


GOOS PIT FIGHTER 2 Disk 3 Fighters x COPY 343 GAMES DISKS WE NOW HAVE A CATALOGUE 
po : a Mechs Go pany COPY DISK os SLIT DISK AT 75P + P&P OR FREE WITH 

2 Slide s ‘ u ATOOL Virus x / ker ; r 3 
GOIS MEGABALL This is a must, RDENER . : ze >~ seg throes steven ceases 


ASSASSINS 


Excellent value games 
No’s up to 135. . Virus x / 
| be E bs sy ath Goh 
good fast game : TO ORDER QUOTE ASI-THEN THE DISK :MO DIS : 
GO17 | THE ULTIMATE PLATFORM NUMBER eg. ASI-123 ALL AT THIS HAMLAB uty UIT DISKS THIS MONTH ARB 90P BACH 
COMPILATION MONTHS PRICE 90P : - oe 
CAVE RUNNER Packman type : | SBE RATES BELOW 
BATTLE TONG 1-2 Player es over 400 in all 
for Broadcast titler 


HARLEQUIN FO 
HARLEQUIN FONTS 
. above, order with U171 AS A 2 
ALIENS | s 
ALIENS II 
WILDLIFE 


ANIM 
2D ANIM 


LOOK BELOW FOR OFFERS 
DRAGONS CAVE W/B 3 E 
GAMES BONANZA 20+ Games EDUCATION 


AIR WARRIOR Shorties blue DINOSAURS A story book on disk 
— ce = oe SCIENCE ASTRONOMY 
SA 1 SU specerun SCIENCE 2 STAR CHA 

wei scrolshootup SILHOUETTE Intelli 

GIDDY Enough said. 

GLOBAL THURMONUCLEAR 
WARFARE 2 —~ USA V USSR. 
G046 PETERS QUEST A 4 game disk. 

NEIGHBOURS GAME (2 disks) 
G049 FIGHTING WARRIORS 1-2 players 
BOMBE JACKY Remove bombs 
CARD GAMES 
XENEX Fast astroids type 5 | 


£12.99 for 688 Attack sub up t 
ii (pal) other titles include Aladdi 
Sa SE RES etoads, Pinball Dreams/Fantasies, Nig 
DIGIVIEW PICKS . SPACE FIGHTER _ Space st IV, Sim Ant, Soccer Kid, 
BUSINESS PACKAG Disks LAURAL & HARDY 2 disks Syn i & wolf, Zool, UFO Enemy 


MEGA BOOT $0 BOOT TOO 
CCESSORIES 


MANIC RAVE 
ELVIRA 


: 18th HOLE GOLF (2 Disks) 
GOS7 SPACE INVADERS Plus 2 others 
GO0S8 SPACE RESCUE Side shootup 
GO0S9 S CRICKET W/B 
G06 RI ONDERLAND 
“E Strategy game 
ON +2 board games 


LABLE PRINTER 

ANTI VIRUS COMPILATION 
600 BUSINESS LETTE 
PRINTER DRIVERS 

DISK LABLE DESIGNER 
ICONS (180+) 


NO STUPID PRICE 

SAME PRICE 90P, E 

FONTS 26 IN ALL M! 

Nos F101-F126 

ADOBE FONTS ANOTHER 2 
ND MATCH Nos P001-F026 

_ PONI FONTS WORKSHOP 

ens | FOR D PAINT 


101 UTILITIES 
.99 FOR QUICKSHOT JNR 
GCE MATHS Maths t PONT: Guru decoder PYTHO £9. 
MOUS ATS 6mm £3.00/8mm £4.00 
DARKNESS MEGADES 
PREDITORS MEGADEMO 2 di orders under £40.00 (£2.50) over £40.00 free 
E ~ 
NE OCLOCK NEWS for PDs Other software se priced if you can not 


SLIDESHOW MAKER 
LABLE PRINTER 
RUNCH AND COPY FR 
LANGUAGE TUTOR Frenc NCOENE Femsty tee “ IN 3001 fu L. gees sah al cero 
DUST C £4.00 A600 £4.00 
MOUSE FROM £11.99 WE CAN ALSO SUPPLY 
QUEEN FLA OUR DISK LABELS, PAPER, DISK BOXES AND MOST 
farmer fener OTHER MISCELLANEOUS ITEMS 
MAD MONKS AGE SOFTWARE UK £2.00 EEC £3.00 per item NON 
NORTH STAR MEGADEMO EEC £4.50 per item ACCESSORIES 
ORIZON DEMO 
ht ag ecnenas rata DO NOT FORGET YOUR CATALOGUE 
DISK PRICES P&P 
ALL DISKS THE SAME PRICE 90p each 
see it listed phone if we have not got it we can get it. 
Postage UK 80p. Europe —- per Disk (min £1) 
World +45p per Disk (min £2) 


BILLY CONNOLY 2 disks 
WAR SIMULATOR 


AGA 


2 OFFERS BELOW. 
FIERFLY Fast race / shoot 


TASK FORCE WITH INTR 
WORLD DARTS 1-2 Player 
ANT WARS Simulations 2 Player 
action with all war equipment 2 disks 
G086 RAGS TO RICHES 
GO087 CASH FRUIT Accurate fruit 
machine simulator 
G088 AMOS COIN DROP 1-4 players” 
GO089 KARATE CHAMP 
G0O90 SUPER MEGA FRUITS NEW for 
95 the best on Amiga 


SUPERKILLERS 
VOO! SUPERKILLERS Highly 
recommended as it could save you £££'s A 
separate version for AGA machines 
PLEASE STATE MACHINE. 
All our disks are virus free 


M028 
M029 
M033 
M034 
M037 
M046 


MEWTRONS MUS 
ORIGINAL RIPS 2 
ORIGINAL RIPS 3 
TECHNOTRONIC REMIX 
POWER REMIX BASS X 
TECHNOMANIA 2 

C-CAD MODULES Octamed 


TO A023 PICTURES SET 5 DISKS 
IN ALL AS A SET OR SINGLES 


Cheques & POs payable to SPEEDY PD. Orders sent out Ist class. 
Please state machine and magazine 


A024 ‘FIT CHIX 1200 ONLY 2 DISKS 


PC TASK 
SPECTRUM EMULATOR 2 Disks ADULT 
CONVERTERS PACK 

A-Z PAINT PAD Kids paint pot 
JR COMS 

SUPER C 

PC<>AMIGA 

PC TASK AGA 

MAIL BASE 

DEGRADERS 

U DRAW V1.1 

3D HELPER Good start G82 
SPACE PROJECTIONS 
TEXT ENGINE V4.1 UII 
TS MORPH UI? 
CONVERT HAM AGA UTIL ne 
COP THE LOT LOTO NUMBERS U255 
LOCK OUT H/D LOCK UP U272 


ADULT 
A030 


G042 
COLOURS 


AO25 BODY SHOP MORE GIRLY PICS 


FERRARI PICS 


A036 NIGHT BREAD PICS IN 256 
COLOUR 2 DISKS 
AGA TETRIS WITH 256 


AGA CHESS 4MB Ram 

U001 ULTIMATE BACK UP DISK 
WORKBENCH HACKS 
MORE WORKBENCH HACKS 
W/B 3.0 INSTALL TO D/H 
WORKBENCH V3.0 screens 


THIS MONTHS OFFERS 


ASSASSINS 90p EACH/10 FOR £8.00 
FONTS 90p EACH/13 FOR £11.00 
5 GAMES + 5 UTILITIES £8.50 
10 GAMES + 10 UTILITIES £16.00 
5/10 GAMES IN THIS MIX IS NO ASSI 
5 GAMES + 5 UTILITIES + 10 ASSASSINS FOR £16.50 
MIX 25 DISKS FROM THIS ADVERT 
FOR £21.00 ALL PLUS P&P 
THIS OFFER IS FOR THIS ADVERT ONLY 
ALL OTHER OFFERS ARE CANCELED 


WIZARD GAMES 


1 NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE, YO12 7EY. Tel: 0723 376 586 


AMIGA GAMES 


SS Ee ek aaa 
Bart Vs The World 


Champ Manager End Of Season D/D 
Club Football 


Baropoan Champions .....:.........csscsscssesseeveseoss £9.99 
F-1 (Domark) 

Funschool 2. Under 6-6-8 over 8 . 

Graham Gooch 


Hero Quest and Return of the Witchlord 
International Golf 

James Pond 3 (A1200) 

Jurassic Park A500/1200 


Man UTD Premier League 94/95 
Mavis Beacon Typing Tutor 


MIG-29m Super Fulcrum 
Monkey Island 2 


Noddy’s Big Adventures 3-8 yrs.............. £16.99 
Noddy’s Playtime 3-8 yrs.............ccccccceeeeee £16.99 
NUD 20 OC BED ens sdadstnci i ceiccarebesancvercinccannte £9.99 


Cannon Fodder 
Brutal Sports Football 
Bubble’ n’ Squeak 
Bump n' Burn 


Grolier Encyclopedia 
Guardians 


Pinball Double (Dreams & Fantasies).......... 
gS Re Ie le 


Power Monger and WWI 


ERS ena REO ene 


Ruff ‘n’ Tumble 


BRGRIOES ESO. 1 RUD SSIIOG cs <sccnscocnsevasscedveosdibbbescend 


Road Kill A1200. 
Rugby League Coach 
So Re ee 
Shadow Fighter 


Space Crusade and Voyage Beyond 


Skidmarks.......... 
Simpsons oe 

Sim City Architure | 

Sleep Walker AS00/A 1200 
Soccer Kid AS00/A 1200 
Soccer Team Manager 


Sooty's Fun with Numbers 7Yrs .......... 


Tactical Manager, Italia 


Thamas Tank Fun with Words 7 Yrs ............. £7.99 


Tornado A1200/4000 Hard Drive Only 
TER: TOWING oh cei iencsicintee cosesciActecigfajetes £9.99 
A VEUOR © ONIN sic ces cccnteteiethnsehtohadhes 


Wembly Int. Soccer 
Wembley Rugby League 
Zool 2 A500/1200 


~~ a: Nr : 
ous Triology 
Nick Faldo 
Nigel Mansell 
Road ot Kill 


Wild Cup Soccer 
Mer 9d International Soccer 


£19.99 
£15.99 
£11.99 
£8.99 
£12.99 
£17.99 


honcadah £7.99 


COMPILATIONS 
£14.99 


THE GREATEST 
Jimmy White/Dune 
Lure of the Temptress 


EXCELLENT GAMES 
Shuttle/Populous 2 


KIDS RULE OKAY 
Postman Pat 3/Popeye 2 
Sooty and Sweep 


WORLD CUP YEAR 94 
Sensible Soccer/Goal/Striker 
Championship Manager 93 
Championship Manager 94 


LOTUS TRILOGY 
A500/1200 Lotus 1, 2 & 3 


BUMPER PACK | 
Jaws/Grand Prix/High Steel/ 
Crossbow 


KIDS PACK 
Postman Pat/Musters/ 
Count Duckula (Not Boxed). 


CLASSIC BOARD GAMES 


Chess/Backgammon/Draughts. 
£14.99 


SPORTS TOP 10 
World Rugby/World Soccer/ 
Int Ice Hockey/Int Tennis/ 


Int Truck Racing/World Cricket/ 
Wrestling 


Carnage/Tag Team 
Kenny Dalglish/G Souness. 


THE COLLECTION 


Engine, T.2. 


TEAM 17 COLLECTION £19.99 
Superfrog, Overdrive + Body Blows 


CLASSIC ARCADE 


Pacman, Invaders, Rebound, Galaxy 


BITMAP VOL 1 
Xenon, Cadaver, Speedball 2 


SPECIAL OFFER 


Money Matters v3 
Infofile 


Includes Database, Accounts, 


Addressbook, Graphics 


£16.99 


Archer Macleans Pool/James Pond 2 


£19.99 


£10.99 


£19.99 
Cannon Fodder, Settlers, Chaos 


ANY 3 FOR £10.00 


mova (Fruit machine) 
Dalek Attack 
Nigel Mansell 
Graham Taylor 
Pictionary 
Art of Chess 
Bully’s S ing Darts 
Galactic Warrior Rats 
Impossamole 
Spike in Transilvania 
Shoot um up Construction Kit 
Track Suit Manager 
World Champ. Boxing Manager 
World Soccer 
Sun Cross Words 


Allo Allo 

Pegasus 

Jim Power 

Mega Motion 

Rampart 

Striker 

Surburba Commando 
Dinosaur Detective Agency 
Arnie 

Arnie 2 

Beastlord 

Fools Errand 

Beast Busters 

BSS Jane Seymour 

Double an 2 Pixie & Dixie 
Daily Double Horse Racing Zool 
Mercenary 3 (Not 1200) INT. Soccer 
Resolution 101 Ultimate Golf 
Santas XMAS Capers Utopia 

Titanic Blinky Action Fighter 
Bionic Commando Ulumate Ride 
Xenon Liverpool 
Times Crosswods Total Carnage 
Huckle Berry Hound Puzznic 
Switch Blade 2 Blues Bros 
Space Crusade Morph A1200 
Steve Davis Snooker Crazy Cars 3 


| Summer Camp 
Colossus & Chess Winter Camp 


£9.99 


£5.99 
When Ordering Please Give One Alternative Also Which Amiga 


D32 


Alfred Chicken 
Arabian nights 
Battletoads 
Battlechess 
Beavers 

Buba ‘n’ Stix 
Castles 22 

Chuck Rock | or 2 
Chambers of Shaolin 
Dennis 
Disposable Hero 


D-Generation Overkill + Lunacy 


£7.99 Out to Lunch 
Fireforce 

Fury of the Furies 
John Barnes 

Lost Vikings 
Liberation 


Seek + Destroy 

Super Methane Bros 
Summer Olympix 
Seven Gates of Jambala 
Man UTD Top Banana 

Mean Areans Trivial Persuit 

Morph Zool 


£8.99 Each or Any 3 for £20.00 


EX SOFTWARE DISKS 


50 for £10.00 Phone for 
100 for £18.50 larger amounts 


Includes Labels UK Only 


Games subject to availability. 
A phone call reserves your order 


— 2, 


9.00 - 5.30 
Price inc. P/P (U.K) 
Europe + £2.00 Per Game - Rest of the World £3.00 
Shop prices may vary. 
Cheques or postal Orders Payable to Wizard Games. 
WIZARD GAMES, 1 NORTH MARINE RD, SCARBOROUGH, N.YORKS YO12 7EY 
TEL & FAX : 0723 376586 / 503299 


£7.99 


£8.99 


£29.99 
£5.99 


After nearly two years of writing PD Zone, 
it seems surprisingly hard for Matt 
Broughton to come up with any more inter- 
esting intros. | mean, just look at this one. 
it’s complete crap, isn’t it. 


Gosh Matt, what an innovative- 
looking game! 


BLAST ‘EM! 


for a while, waiting you out, while 
others will appear over the horizon 
and bomb the crap out of you. 
The A500/600 suffers badly 
from slow-down when the later 
levels mix various aliens and throw 
them at you thick and fast, but 
other than that there are no real 
faults with the game. It’s smart, 
it’s simply, it’s pretty, and it’s 
guaranteed to have your 
joystick hand aching 
after about five min- 
utes play! 

If you miss the 
good old simple 
blasters _ that 
used to fill the 
PD Zone, grab 


t's always nice to receive F1 
things as the company always 
seems to pick out the good stuff 
for me! Anyway, Blast ‘Em eh? | won- 
der what sort of game this likely to 
be? Well bugger me sideways if it 
isn't a Space Invaders/Galaxians-style 
shoot-’em-up! 

Well, there’s no shame 
in that — just as long 
as the end product is 
worth the bother of 
loading up — and 
Blast ‘Em is (thank- 
fully) most defi- 
nitely worth load- 


Blimey, I've never 
seen anything 
remeately 
resembling this 
before! 


ing up. A number hold of this — 
of elements have sz it's damn good 
been stolen from ioe" fun. 


— 


games we've seen a 
million times before, but 
like many of the most addic- 
tive games, it’s all stuck together to 
make a rather nice little offering. 
Your ship is able to move up from 
the base of the screen as well as 
move between the obligatory left 
and right, and though starting with 
a rather poor single laser, can 
upgrade by collecting tokens from 
certain dead aliens which in turn 
light up along a weapon selection 
bar at the top of the screen. There 
are nine ‘specials’ on offer, ranging 
from double lasers to fire balls to 
extra lives, all of which can be select- 
ed with a quick tap on the space bar. 
Other than that, there’s not really 
a whole lot to tell you that you won't 
have guessed already. The aliens are 
the real master stroke in Blast ‘Em, 
with some imaginative graphics, and 
interesting attack patterns. Some 
will quite happily sit on the floor 


hie 


F1 Licenceware, Disk 
F1-061 £3.99 


r... you know what | just said 
FE about F1 Licenceware always 

sifting out the good stuff for 
me? Well, would it be possible to 
take that comment back, because, 
on reflection, this next game is a bit 
pants! 

It's basically a poor man’s Alien 
Breed/Gauntlet, with you running 
around inside an alien ship, blow- 
ing up anything you can, killing any 
aliens you encounter, and getting 
involved in a bit of ‘logging on’ to 
computers to purchase weapons 
and food or tools. The graphics are 
simple and quite neat, but after 
about ten minutes of wandering 


And god spake unto 
the citizens of Sodom 
saying... | 
from identical location | 
to identical location, 
well, let’s just say that 
you're not exactly gob |- 
smacked from the}, 
sheer variety of fun to 
be had. 
There are some nice 
touches in the game’s 
defence, such as the recoil effect on 
the gun, the way the player slows 
down the more injured he becomes, 
and, er... well some other things 
that didn’t annoy me much (don't 
ask me what, I’m trying to be nice). 
As previously mentioned, you can 
log on to the occasional CPU termi- 


ISLAND 


T 


hough board games have 
remained popular throughout 
the rise of the computer 
game, one thing I've noticed is how 
gimmicky they've become. These 
days there are some very silly things 
to stick on your board, and some- 
times you have to play a video at the 
where this Klingon pops up every five 
minutes shouting at you to “G’nok! 
Khah’‘t pish’kth Nuttall!” (which 
‘translates’ as “Quickly! Punch that 
prat (great bloke — Andy.) Nuttall!”) 

Anyway, one of my favourite 
board games from the last few years 
was a dinky number called ‘Hotel’. 
This ‘more simple but more glitzy 
“Monopoly” clone had you trying to 
buy plots of land, and then battling 
for planning permission to build your 
hotel. The game’s special feature was 
that you actually built bigger and 
better complexes out of cardboard, 
with extra floors, extensions, and 
even swimming pools. So what of the 
Amiga version... 

Er, well it‘s dreadful really. The 
only way board games are ever going 
to work on computers is if they're 
jam-packed with graphical and musi- 
cal treats. /sland, surprisingly, has 
none. The graphics are plain and bor- 
ing, with each turn being ‘comple- 
mented’ by a number of pointless 
text screens letting you know who 
owns what etc. along with a dice that 
takes an hour to appear, an hour to 
roll, and then a hour to fade out 
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These are almost as big as Andy’‘s 
aren't they? 


nal, buying key packs and higher 
powered weapons, but other than 
that, most of your time is spend 
simply exploring the maze-like ship, 
opening doors, collecting credits 
and keys, and blasting aliens. 

if the game play suffers from 
anything, it’s really nothing more 


BEVERL 3 


HILLS ff 
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‘Aha!’ thought the giant chessboard, 
triumphantly, ‘post-impressionism.’ 


again (these, incidentally, 
approximate times. 


Such linguistic cow-pats 


out after every throw of the dice 


This was never going to be excel- 


are 


as 
“There is no hotel to be build.” plop 
on the screen throughout the 
game, making /s/land not only crap 
to play, but arse to watch. Rather 
frighteningly, on my first go (where 
| played against myself because it’s 
a two-player only game, and Harry 
refused to play against me my play- 
er-one managed to win without 
even making a full circuit of the 
board, simply by buying everything 
it came across, leaving the less for- 
tunate trailing second player to pay 


PUNTER V2. 


ae ee EXCALIBUR : : 
ed Fy oes F1 Licenceware, Disk 
ee nattistenaten E 
ss * unter isn't exactly the sort 
LAGUN a of game that promises 
i excitement to the average 
conn games player. Selling itself as an 
ee accurate and involving horse rac- 


ing simulator, it is then with some 
surprise that | find it to actually be 
quite interesting. 

Stripped down to its basics, 
Punter is a simple horse gambling 
game, where you select a filly from 
the given line-up (having carefully 
weighed up the odds against the 
form sheet — i.e. flipped a number 
of coins) and then sit back and 
watch while the aforementioned 
Romford hamburgers gallop across 
a short course. 

Punters is, however, a bit more 
developed than most ‘horsey’ 
games we've seen in the past, 
offering a number of different bet- 
ting styles. As in a real bookies, 
you can choose an overall winner, 
select the first and second places, 
pick a horse for both ways, etc. 
etc. After each race, you get to see 


P 


A typically unexcit- | es Ne Ere te on ee a 


ing screen-grab. Still yy 


: 


that’s ‘horses for -==ekamnianne 


courses’ Doh! 


how you've done, 
with any winnings of 
losses being auto- 
matically adjusted to 


your overall bank 
balance. 

The program them 
shows its’ true 


colours by storing all 

of the race informa- 

tion in its on-board database, allow- 
ing the user to gradually build up an 
increasingly more accurate set of 
statistics for each horse. And then 
there are the horses you buy and ride 
yourself... 

Yes, thanks to a rather handy ‘Bor- 
row Money’ option, once you've built 
up a bit of collateral you can get 
involved with the actual buying and 
racing of your own horses. You can 
hire jockeys (who also build up a per- 
formance database) for either single 
races of entire seasons, allowing you 
to not only make money by gam- 
bling, but by entering horses into 
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specific races. 

| really am surprised at how much 
| like Punter, because it's not even 
on a subject that interests me. | 
think the reason it makes such a 
good impression is due to the way 
it keeps things nice and simple, 
while actually being very compre- 
hensive. I'd happily recommend this 
to anyone fancying a_ flutter, 
whether they be with ‘gambling 
knowledge’ or without, simply 
because it’s a fun thing to do! 


lent, but to find a piece of software 
this crap, takes me back to the far- 
off days of Suburban Commando 


-_ A i - & 
Orbital Software 


and Allo Allo. 


‘This looks a bit like a | 
certain popular pillar of | 
sodium chloride.’ 


than just ‘going 

nowhere’. There’s noth- 

ing that particularly 

offends the player, it 

just leaves you with a 

bit of an empty feeling. 

Perhaps with a few 

more bad guys or some 

puzzly things Captain | 

Carnage could have been more 
interesting, but as such, | wouldn't 
bother with this. 

It's also worth mentioning that 
the game doesn’t appear to detect 
which machine you're playing on, 
so while you'll get a reasonably 
paced game on your A5/600, plug 


it into an A1200 and you'll be zip- 
ping around like a nutter — some- 
thing | wouldn't readily suggest to 
anyone who wants to enjoy playing 
games. 


ake Trans Am (a brilliant old 

° Ultimate: Play The Game, 
er... game) mix it with the 
basic game play of Jungle Strike 
and the like, and then mash that 
up with a big pile of donkey poo 
(or droppings as Harry ‘oh-so-clev- 
erly’ pointed out). The end result, 
I'll wager, won't be very far off the 
enormous mountain of pap that’s 
sitting before me as we speak. 

Carwars is (in reality, and with 
my claws retracted) an okayish 
offering, with an overhead view, 
and a couple of things to blow up. 
Before each level you're presented 
with a number of targets to be 
destroyed before that level will be 
considered complete, with numer- 
ous sub-targets to be blown up 
simply to make your life easy 
(e.g. gun turrets). 

You control your carina | 
‘rotate and thrust’ kind of | 
way, with a selection of | 


(2 disks), £4.95 


Gn 


you, you have very little to do other 
than avoid shells being fired in your 
general direction. The playing areas 
are fairly tiny, and the only thing that 
stops you from completing the game 
on your first go is your car’s seem- 
ingly tissue-like armour. Due to the 
scale of the screen, it’s very unlikely 
that anyone will ever miss you, and 
after about three hits your ‘Direct 
Line Insurance’ looky-likey vehicle 
spins round and blows up. Hurrah. 

This is a pretty crap bit of PD, and 
my ‘tip for the month’ would be to 
avoid this like the plague. Which isn’t 
a bad comparison really, because as 
| understand it, the plague was a 
bowl of poo as well (eh? — Andy.). 


weapons available, ranging —— 


from homing missiles to pea | 
shooters. As you trundle | 
around, apart from the odd | 
tank or enemy car chasing 
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Aladdin 


Publisher: Virgin 

Issue Reviewed: November 1994 
Amazing animation and gorgeous graphics in 
this platform conversion from the Disney 
movie. Shorter than some, but longer than 
your average magic carpet ride, Aladdin 
takes the Amiga by the scruff of the neck 
and bellows ‘A Whole New World’ in its face. 


Publisher: 


The Clue 


Black Legend 
Issue Reviewed: September 1994 
Become London’s next Mr Big without ever 


leaving your bedroom! Yes, The Clue is the 


proof that crime plays! From humble tea- 
leafery to bigger blagues wiv’ shooters ‘n’ 
siags, you've got to stay one step ahead of 


the ‘Filth’ and keep out of the Scrubbs. 


x y —_ 
on Psygnosis 


Issue Reviewed: February 1995 
Crisis cocks its leg on Fairyland as Top 
Crystals go awol from the four kingdoms. 
Luckily, that nice master Flink is ready to 
bounce across these level playing fields and 
put pay to the evil Wainright with some spell- 
binding CD32 graphics! At a magical £14.99! 


SOS SO) 20) 


Publisher: Daze 

Issue Reviewed: September 1994 
Ishar’s back and this time c’est trois! 
Wohratax the black dragon is created Lord of 
Sith by the Powers of Chaos for being bad. 
More silly names and fanciful plot twists from 
our Froggy chums in this sequel to the 
sequel with les knobs enorme, er... sur 


AB Tower Assault 


Publisher: Team 17 
Issue Reviewed: January 1995 
Team 17 is back on familiar territory with 
this, the sequel to the sequel that first 
established the company as one of Britain's 
leading Amiga developers. It’s more of the 
same, but this time with some Towers in it. 
And doubtless some assaulting. 
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Crystal Dragon 


Publisher: Black Legend 
Issue Reviewed: December 1994 
Good Lord, it’s a tad expensive, but by crikey 
‘tis the best ever RPG in the sacred board 
game style, featuring dragons, er some 
crystal, and the usual gang of consonant- 
heavy characters stuck in a tricky situation 
with an evil wizard. 


(mai 8) 1 QO% 
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Fury of the Furries 


Publisher: Mindscape 
Issue Reviewed: January 1994 

A vexation of voles? Riles of rabbits? A pique 
of pine-martins? A seethe of stoats? A bristle 
of badgers? A miff of marmosets? No, not 
really, just a great platform/puzzier featuring 
some small furry animals. It’s addictive, it’s 
fun and it'll test your reflexes. 


James Pond 3 


Publisher: Millennium 
Issue Reviewed: June 1994 


The third Pond platformer is huge. And 
bloody fast. In operation Starfi5h Pond 
weighs in with a leaner meaner Connery of a 
performance to set against his Dalton in 
Robocod. OK, so there’s less colour, but 
there is more character and more gameplay. 


GD GD GENTE 


Publisher: Core 

issue Reviewed: July 1994 
Banshee is a roller-coaster ride to hell. In a 
buzz-bird called Banshee. Test your trigger 
finger and powers of concentration in this 
Tora! Tora!-tastic one or two-player flight of 
fantasy er... blowing things to kingdom 
come. It’s great fun, basically. 


Publisher: 
Issue Reviewed: 


Renegade 
June 1994 


Kombat comes to the Elf-Kingdom and gets 
its teeth kicked in by a girl with pointy-ears! 
Elfmania makes other beat-‘em-ups on the 
Amiga look pretty crappy and the introduction 
of strategy is truly inspired. We were 
completely gob-smacked! By some Fairies! 


Publisher: Team 17 

issue Reviewed: December 1993 
Huge society-building thing, similar to The 
Settlers, but not as easy to get in to straight 
away. Start off with a tiny tribe, and watch 
your civilisation grow into something that 


makes the Roman Empire look like a chain of 


cheap Pizza Restaurants 


Publisher: Ocean 

Issue Reviewed: December 1994 
Helicopters galore, but not, it must be 
owned-up to, all that much jungle, in this the 
rocketworthy successor to Desert Strike. This 
is Comanche territory, so it may come as a 
surprise to learn that we can recommend it 
to you without reservation. (Doh!) 


Bubba ‘n’ Stix 


Publisher: Core 
issue Reviewed: January 1994 


More platformular near-perfection from Core 
with this well designed and beautifully 
programmed game. A bit on the brief side, 
but as original as a young white trash meets 
magic piece of wood, meets bad blobs in a 
tricky-situation-type of scenario can be. 


Cannon Fodder 


Publisher: Virgin 

issue Reviewed: December 1993 
War, according to those wacky Sensible 
boys, has never been so much fun, and we’re 
inclined to agree. It might look like a simple 
run around and blast everything affair, but 
there’s a surprising amount of strategy 
involved if you’re going to make it to the end. 


Publisher: Domark 

issue Reviewed: February 1994 
From the Frenchmen who brought you Vroom! 
comes this, the official F1 licence. Actually, 
it’s Vroom Deux, encore vite, but avec le fab 
two-player mode. F1 buffs might think it un 
peu unrealistique, mais for the arcade lover, 
c’est encroyable! Non, vraiment! 


FIFA Int. Soccer Heimdall 2K Kid Chaos 


Publisher: Electronic Arts 
Issue Reviewed: October 1994 
FIFA’s here at last and it’s bloody great! A 
bit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a solid 
attempt at putting realism back into the 
beautiful game. FIFA is a totally different way 
of stringing the old onion-bag. Trevor. 


Publisher: Acid Software 
issue Reviewed: 
What's this, an original CD32 game that’s 
got oodles of playability? Yes, it’s true!! 


Guardian is the game that CD owners have 


been waiting for, and an absolute joy to play. 


You are in space and have to shoot up 


baddies. It’s like Defender in 3D, apparently. 


November 1994 


Gremlin 
May 1994 


Publisher: 
Issue Reviewed: 


Populous with asteroids, that’s what this is. 
Begin on your base asteroid, then explore 
space to find some more. Colonise them. 
Exploit them. Zap every alien in a race for 
galactic domination. Build fleets, trade 
things, mine stuff. Oh, how we loved it. 


Team 17 
December 1993 


Publisher: 
Issue Reviewed: 


Heimdall 2 is the best of its kind. It’s got 
action, adventure and puzzie solving with a 
smattering of humour in all the right places. 
Blood, runes, orcs, magic, (but probably with 
a ‘k’) and added love interest in the shape of 
the saucy Ursula to keep you on Loki’s tail. 


Publisher: Ocean 

issue Reviewed: August 1994 
Crazy story, crazy game. The kid from the 
cretaceous age clubs through platforms like 
a hungry T-Rex after a jet-propelled cow. It’s 
parallax paradise, and the only game more 
satisfyingly violent than hitting a bank of 
stinging nettles with a big stick. 


What evil coil of fate fastens me to this place? What gooseberry wire has 
pierced the leafy mattress of my slumber-tide with its obscene cleverness 
with yellows. Why tis a daffadowndilly, nodding gently in the direction of 

Spring! Take these games, that I may dance with my weasel friends! 


Co EL A RE 


Publisher: Ocean 

issue Reviewed: December 1994 
The best golf sim by about 440 yards, and 
bags more fun than the real thing, which is 
admittedly, not a very hard thing to be. Now 
thanks to those lovely Oceanographers, you 
and your friends need never touch Woosie’s 
horrid Welsh niblick again. Hurrah! 


Publisher: Psygnosis 
issue Reviewed: January 1995 
There’s an old saying in Greenland: ‘When 
you're tired of jumping-off cliffs, you’re tired 
of life!” How true. So if you know someone 
who's feeling low, why not give them a copy 
of this game — it'll keep their mouse-finger 
glowing during the long arctic nights. 

ak e+ > > 


Publisher: Blue Byte 

issue Reviewed: December 1993 
Your typical god game, but this time with tiny 
wee folk. Cute. A medieval setting for your 
diminutive charges as they build things, do 
things and keep rivals at bay. Try leaving 
them at it all night and see what the little 
blighters have achieved by the morning. 


Publisher: Renegade 

Issue Reviewed: January 1995 

It's Sensi, Brian, but now it’s a game of two 
halves! Tactics, transfers and injuries plus 
That Zambian League in full and all before 
kick off! Then, look out! Computer teams 
heading the ball and keepers with less butter 
on their gloves. The same, only different-er. 


7 . @ 
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Liberation: Cap. 2 


Publisher: Mindscape 
Issue Reviewed: December 1993 
A brilliant, atmospheric RPG with one of the 
sexiest intros ever! Really shows off the 
capabilities of Commodore's CD32 to the full 
and nearly as nice on the A1200. Basically 
you have to find out what’s going on in this 
big city where the robots have gone bonkers. 


Pinball Illusions 


Publisher: 21st Century 
Issue Reviewed: January 1995 


Fast and furious flipper-driven action for 
lovers of all things tilt-ilating and tabular. 
What else can you say? | don’t want to 
mention the ‘Babewatch’ table again. This 
is a family magazine. Read any decent 
books lately anyone...? 


Mortal Kombat Il 


Publisher: System 3 

issue Reviewed: August 1994 
Putty Squad knocks several buckets of poo 
out of Putty. Thrill to 36 levels of squishy 
blue fun, which is more squishy blue fun than 
you can have a-squeezin’ things in a 
policeman’s trousers. Probably. Long lasting 
platform fun for all the family. 


Publisher: Acclaim 

Issue Reviewed: January 1995 
More MK, but with a classier look to go 
with the Roman numerals. Weird end-of- 
bout happenings to out-fox Snippy the 
Censor, but basically, hard as a pie baked 
in Hell’s Kitchen and about twice as hot! 


Shadow, Fighter 


— yen — 
Publisher; —*""" —Gremlin 

~~ ™ 
Issue Reviewed’ “/ \ February 1995 
Umbered BEU-tification from the land of the 
spaghetti tree, where running away from the 
fray is considered ‘normale’. There are no 
white flags on this baby, though, as she 
crouches Streetfighter-ishly in the gloom and 
snaris: ‘La donna é moblie’. Not half! 


Theme Park 


Publisher: EA 
Issue Reviewed: October 1994 


Longleat schmongleat. Alton Towers, Alton 
Showers more like! Euro Disney, c’est 
Eurodismal! How do | know? Because I’ve 
licked Theme Park right down to the stick 
and tasted Sim heaven. What's more, | have 
sniffed the bottom line and it smells lovely. 


Putty Squad {Simon the Sorcerer UFO 


Publisher: AdventureSoft 
Issue Reviewed: February 1994 
The Brits at AdventureSoft take on the 
Yankee might of LucasArts and Sierra with 
this humorous graphic adventure — and 
lose. But only just. The interface just isn’t as 
good. The puzzles are tough, but don’t let 
that put you off. 


Publisher: MicroProse 
Issue Reviewed: December 1994 
‘Hello Planet Earth’ say odd-looking blokes 
with frog-spawn for guts. ‘Eat lead you 
fiends from another world, you’, replies 
Porky Pig. Not really. It is up to you to save 
the planet though, and that takes strategy, 
dosh and whole ice-cream scoops of death. 


On the Ball | 


Publisher: Daze 
issue Reviewed: September 1994 


Publisher: Acid Software 
Issue Reviewed: January 1995 
‘Don’t go buzzing around in that car, killing 
people, you bugger!’ No, it’s not a gritty 
new ad campaign from the DOT — but a 
warning against Roadkill, the demonic rac- 
ing game that puts death back into driving. 
Sponsored by BSM (in a parallel universe). 


The only thing OTB lacks is Brian Moore. 
Fresh as a daisy and as deep as a devil's bit 
scabious, here’s a footy management sim to 
wander through wearing a big shirt, to linger 
in and make a fragrant posy for your 
sweetheart with. 


Publisher: Mindscape 
Issue Reviewed: July 1994 

His cupboard is bare, and so poor Pierre le 
Chef is on a tour around some exotic 
locations (er, apart from Switzerland) to re- 
stock his larder. Out to Lunch is a tasty 
platform patisserie with sprites that take the 
biscuit. And that’s no word of a pie! 


Publisher: Renegade 
Issue Reviewed: August 1994 
The best game ever with ‘n’ in the title? Ruff 
has lost his marbles, so that means mayhem 
in platformular mode for the likes of me ‘n’ 
thee. This game is like Michaelangelo’s best 
pencil, because it’s right at the sharp end of 
the platform renaissance. 


Publisher: Acid Software 
Issue Reviewed: January 1994 
Superb racer in yer isometric perspective, 
this game is only a duffer if you play alone. 
You see, the computer cars are all crap. 
Skidmarks eh? I’m surprised I’ve managed 
to get this far without making a ‘pants’ joke. 
But then I’m feeling a bit browned off... 


Publisher: Bloodhouse 
Issue Reviewed: December 1994 
Super Stardust, then. Or even the now- 
budgetular Stardust are the ultimate 
Asteroids clones. Their graphics kiss your 
eyeball repeatedly and whisper, ‘Come with 
me Earthling, and | will show you the 
meaning of pleasure.’ Wahay hey! 


Roadkill Skidmarks Wiz‘ liz 


Publisher: Psygnosis 
Issue Reviewed: November 1993 
Another game that’s so much better with 
two, this okay-ish cute platformer is 
transformed when the both of you do it. 
Compete for the collection of coloured 
rabbits in a magical split-screen race against 
the clock. Now a budgety £12.99, by crikey. 


Ruff ‘n’ Tumble Super Stardust + Zonkedl =) 


Publisher: 
issue Reviewed: 


Psygnosis 
October 1994 


Er, not new actually, but when we thought 
about it properly, the best puzzle game of 
1994, um, and so here it is. Head-scratching 
teasery for all ages, though it should be 
pointed out that wearing a baseball-cap 
back-to-front is not cool. Is it, Psygnosis? 


DYSON 


oat Bist ZA PF Ligh. 


Welcome to this, 


the second in our series of profiles, 


where 


top Amiga world 


personalities are first asked medium-daft questions by Dr. Mattford Broughton, 
and then exposed to our resident piece of psychoanalytical software, 
month, 


Everything and anything really. | 
spend a lot of time wagging my fin- 
ger at programmers saying, “No.” 
as well as sitting in the pub think- 
ing up brilliant new concepts for 


games. | started off with an 
involved title like ‘development co- 
ordinator’ or something, but now 
I'm just a plain ‘Producer’. 


Er... sitting in the pub thinking up 
brilliant new concepts? No, | can’t 
really think of anything. It has to be 
said that this is an excellent job. 


Yes, most definitely. It’s like, some 
companies could have a fairly crap 
product that they'll sneak out and 
no-one will really get too excited 
about it, but with a Team 17 prod- 
uct, everyone starts chanting “Team 
17 are crap, Team 17 are crap. Burn 
the witches, etc.” in some ways it is 
nice because for as long as the 
good products are coming out, 
people are half-sold on your stuff 
before they've even played it. 


Name : 
Age: 29 


Home: Barnsley, 


Occupation: 


Well pretty much, 
although last night 
we actually left the 
pub at five past 10 to 
much disapproval. Of 
course, that was 
because we had a 
train to catch. And 
we did get thrown 
out of a club the 
night before, ‘cos 
we wouldn't let the 
staff go home and 
kept demanding 
that they continue 
to serve us, even 
though we kept tak- 
ing our pints into the toilet. [Eh? 
What? — Andy.] 


Well, it’s a long and almost interest- 
ing story, but... | always wanted to 
be a rock legend of some sort. Unfor- 
tunately | couldn't play guitar, and 
ended up being a ‘rock photogra- 
pher’. | used to go down to a local 
gym and try to make up for all the 
weight | put on swilling beer, and 
then one day the owner asked me if 
i'd do some work for him. Cutting 
the story short, some bloke from a 
body building magazine saw what I'd 
done and offered me a job as a pho- 
tographer on his mag. Thus | became 
involved in publishing. 


Well I'd always been a bit of a record 
collector, and one day | went out, 
saw a Rolling Stones album | wanted, 
and bought it. It was only when | got 
home and went to slot it in with my 
other records (which were, rather 
sadly, stacked in alphabetical order) 
that | realised that | already had the 
damn thing. It was at this point | 
decided it was time to embrace tech- 


Marcus Dyson 


Producer, 


Yorkshire 


Team 17 


nology and make myself a database. 
I'd previously owned a Spectrum, a 
VIC 20, and a Commodore 64, but 
when | got down the shops, there 
was this machine called an AMIGA 
with half a Meg of RAM! Yes! Half a 
Meg! I’d spent hundreds of pounds 
upgrading my VIC20 by something 
like 16K, and here was what | consid- 
ered a CRAY1. | bought it and had a 
good sod around with it, using the 
BASIC programming I'd learnt. When 
the body building magazine sadly 
went bust, | wrote off to tons of 
mags saying that | was an ‘experi- 
enced publisher bod’. Amiga Format 
employed me as art editor, and | 
went on to become editor. | moved 
across to Team 17 through the con- 
tacts I'd made during my time on the 
mag. 


| enjoyed the contact we had with 
the public. It was nice to go to shows 
and have people come up and talk to 
you. We used to have days specified 
for reader phone calls, and though 
production-wise it was a bad thing, it 
was good fun. 


Well Andy was actually quite alright 
to work with. | mean, obviously he 
was a complete Welsh git, but he was 
actually quite professional. He seems 
to be a bit funnier now than he was 
then. We used to have to cut his text 
down quite a bit, taking all the jokes 
out because they made the copy too 
long. And they weren't funny. At all. 


| really wanted to be an astronaut 
because if you were an astronaut 
they gave you this brilliant Hewlett 
Packard machine to take into space. 


Eliza. This 


that bloke in the dreadful intro animation for Tower Assault CD32. 


I'm not sure if they took it 

back off you when you got back to 
Earth, but if they did, | imagine that 
explains why so many people go 
bonkers when they come back — 
having to give that little machine 
back. It must be a great loss. 


Well I'm a bit partial to Snow Board- 
ing, and in fact I'm off to try and 
break a few legs (hopefully not mine) 
in a few weeks time. I've also been 
known to do the odd bit of freelance 
for a Snow Boarding mag. 


Stuart Sutcliffe. Why? Well have you 
seen that film, Backbeat? He gets to 
sh... [Snip. Er, he gets to ‘do it’ — 
Andy.] with an amazingly cute babe. 
In fact, | think she was the corpse in 
Twin Peaks. Lovely. 


Burgers and beer. Beer and burgers. 


Oh definitely. but I'd rather scr... [Oh 
dear. Er... how about, ‘I'd rather 
sleep with’. — Andy.] Dannii because 
| think she’d be more dirty. (What, as 
in ‘muddy’? — Haz.). 


Er... which one? 


Bonn? 


One? 


world. You now 
cus Dyson, but Ww 


hat will Eliza 


him? Read on. 

well, the fact that he 
HELLO. MY NAME IS ELIZA. to work in the same office 4s 
WHAT’ S YOURS? me, mainly- 


Marcus pyson, Esq- 
MAYBE WE SHOULD 
ALRIGHT, MARCUS, WHAT WOULD TELL ME ABOUT YOUR FATHER - I SEE YOUR POINT. 
you LIKE TO TALK AB yt TODAY? He’s dead. Got taken out in No you bloody don’t, you perv. 
Well, ft suppose We should level 4 of Cannon Fodder - 
PERHAPS you ARE BEING TOO NEG- 
ATIVE. 


talk about Team 17 


WHAT DOES THAT SUGGEST TO well, there was this ammo aump, Yes. 
YOU? and p@ gave the order to 
s that jn the near attack. Just as he was about to IN WHAT WAY? 
i gh the window, one The word ‘no’ is @ negative. By 
you, 4 dumb 


It suggest 
future Team 17 ar 


ever’ piece of soft- 
simulate an 


games- 


e going t° 


at a4 moments 


of his men, Sspiggy witherspoo™ 


bring out some more Amiga 
games, dimwit! t think, threw 4 grenade 
through the window, and Blam!, 
I FEEL THAT WE SHOULD BE pater was blown from here right 
DISCUSSING you, NOT ME! past kingdom come. 
We are, lamer. 
WERE THIS AMMO DUMP, AND 
ALRIGHT, CAN YOU TELL ME PAPA GAVE THE ORDER TO ATTACK? 
MORE. In France, or possibly Belgium. 
yes, what would you like to somewhere in Europe, certainly: 
know? 
VERY INTERESTING, CAN YOU PRO- 
VIDE MORE DETAILS? 


I DEFINITELY 
KNOW EVERYTHING - 
OK. May rt refer you 


Encycl 
ME, ARE YOU? 
OH, 1 TO THE ENCYCLOPAEDIA I bloody am you know. I’m try~ 
BRITANNICA! ing to tell you about the trag- 
ic death of my dad, and you 


As a4 cloud! 


PLEASE Go ON. 
I do- 


I’LL BET you § 


you’ re right, 
don’t! this earth. My dad? 
roughest toughest 
bitch, but he always Tt 


+ THINK you DO- 
Are you trying to 


argument? 
It Is NATURAL TO 
Maybe, but since 


that say No Fear 
of them, 
it. 


WOULD LIKE TO 


opaedia pritannica 


OMETIMES DON’T. 
sometimes I 


you calling me a liar? 


to the 


want corroporatory evidence: 


who 


start an my ma, 
on her, not even when he c 
back from his fir 


FEAR THE 


I spend most 


you SEEM TO BE SUPPRESSING OBVIOUSLY, 
SOME DESTRUCTIVE TENDENCIES - TO BE IN THE DRIVING SEAT, BIG 
t am not- t will gladly: and BOY. 

I certainly would. There’ & 


nothing I enjoy 


anything you care 

ask Nutts, he used t° work in ting behind the 

the same office 4s me. large automobile. But some 
times, 1 ask myself, where does 


this highway 
say to myself, 
peautiful car. 
it and burn it out 
rozzers catch me- 


you WOULD ALSO LIKE 


more than get- 
wheel of a4 


go to- 


» ysually I dump 
pefore the 


I UNDERSTAND - 
Sure you do. 


WHY DON’T YOU? 
Do it in the road? 
DESCRIBE YOUR RELATIONSHIP WITH 


YOUR FATHER - 
He’s dead, 8° ery and keep 


well away from him. Must pong 
bit by now: rt reckon. 


so YOU TRY AND KEEP WELL AWAY 


WITH YOUR PAR- 


sting question, 
alf as @ bit 


ogist? 


p-shirts 

on the front MAYBE WE SHOULD MOVE ON NOW. 

always admit Ok, you’re in the driving seat, 
big boy: 


SPRING 


(Dawnus Patrolus) 
A climbing member of the 
genus Rowan Phlytsimia. 
This game needs to be 
planted in the April 
issue. Its flowers are a 
burning orange with 
yellow stamens and 
smokey black stems. 


(Chaos Enginus Secundus) 
An exotic perennial 
exhibiting a violent 
show of colour. Though 
not flowering until 
May, the Secundus 
will still provide your 
garden with plenty of 
dense coverage. 


ary, Mary, quite contrary, 
how does your garden 
grow? With silver bells and 


cockle-shells and pretty maids all in a 
row’. Wise words, or the ramblings 
of a perfumed loony who swanned 
through the eighteenth century like 
a big white bird with webbed feet? 
You may search me thoroughly for 
the answer, but all you will find is an 
unpleasant smell. Fortunately, just as 
our forefathers believed that Pussy 
Willow was an amusingly smutty 
name for a substantial river-side tree, 
| remain hopeful that these factoids 
are of little consequence. The fact is 
that it is very nearly spring, and nat- 
urally all our thoughts turn to mat- 
ters both haughty and cultural. 

It was with my mind full of such 
trifles, jellies and almond sponge-fin- 
gers, that | visited The One's gaming 
garden yesterday and hob-nobbed 
yet a while with the simple workmen 
who cosset its bistered tilth. 

“Tell me, simpleton”, | began. “Do 
you ever wonder whether the leaves 
will return each spring?” 

“Er, no zur. We just plants the 


Please reserve me a copy of The One every month. 
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games, same as ever, zur.” 
“And what are you doing now?” 
“Worms, zur.” 
“Worms.” 
“Ah.” 
“| see. And what do they do?” 
“They kills each other, zur.” 
“Excellent. And this is...” | asked, 
gesturing prissily to a particularly 
blighted looking corner. 
“Next Month, zur.” 
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“Next Month?” 

“Ah. ‘Tis where we tell them there 
readers what's going to be in the 
nextly new fangled issue” 

“Is it, by crikey!” 

“No. ‘Tis by one o’ them daft big 
city journalists what takes a long 
time to say nothin’ at all.” 

“| see. And why is that, then?” 

“We don’t rightly know zur, but 
we reckons ‘tis on account of he 


os os oe os eo oa ee ew ad 


(Golfus Sensibilis) 
A shy and retiring plant 
which is difficult to culti- 
vate. You will need to 
persevere with plenty 
of fertiliser if the 
Sensibilis is to fulfil 
its latent promise. 
Prone to attacks from 
bugs. 


(BOOUS! BOOUS!) 
A pretty looking 
platformer of the family 
Exclusivus Myarsus. 
This game is best suit- 
ed to well shaded 
areas where it is pro- 
tected from slightly 
disgruntled editors. 


don’t know diddly squit!” 

Then, with a knowing look and a 
sly peck on my stoat the gardener 
extracted an old tobacco tin from his 
waistcoat pocket. 

‘Want to see ‘un?” he cackled. 

“Who?” 

“David Pleasance, zur. | keeps him 
in this ‘ere baccy tin.” 

“What!” | gasped. “Commodore's 
biggest cheese, prime bacon and 
shaker-maker, all rolled into one top- 
notch bloke, a prisoner! A lag, as it 
were, in the shag?” 

“The very same zur. If you look 
closely you can see his willy.” 

| peered excitedly into the shining 
interior of the tin. “But there’s noth- 
ing there!” | exclaimed. 

“Ah. He'll most likely be off nego- 
tiating an embryo with them com- 
pany liquidisers then.” 

So, finally, we had come to the 
malapropisms. The last milestones to 
pass before the gates of the twilit 
home for the comically senile clang 
behind us forever. The final sign 
before the wretched one marked 
‘The End’. 


APRIL ISSUE 
BLOOMING 


28TH MARCH. 


sports Management 


Places now available in our 94 manager PBM service and a limited 
number of Play By Mail operator licenses. Call Us For Further Details. 


If you want the best horse tipping software that money can buy, then THE PULSE is it. The whole package has been developed by a professional punter. A fact, instantly 
recognised by many other well informed buyers of this product, The advise contained within the instruction book alone could save you plenty of wasted bets and anyone 


serious about reducing their losses or increasing their gains could not find a better tool to assist their aim. 
® The mystic of horse racing is unlocked with the simple instructions, user friendly program and top class technical support, * In the last Open National Tipping Competition 1991) organised by Racecall this programs predictions came 2nd out of thousands of entries which led to a serious approach 
from a well know bookmaker, rejected in favour of supporting the public. # A wide range of built in statistics make rating @ race a quick and easy job, compared to other available systems. * To keep the program constantly up-to-date monthly updates ore recommended . If the general program quide- 
lines foil to break even we send free updates to all entitled purchasers. Prices range from £25 to £40 depending the on length of subscription undertaken. © Specific details on some horses to follow, as recommended by a voriety of inside sources is provided with each monthly update. # There's been 
many reviews in the press and under a variety of scrutinising conditions. All were very positive about the programs ability to perform well and c ful summary of the developers results from main meetings since January 1993 is available upon request. 


A fabulous game which concentrates on the management of up to 3 Heavyweight 
boxers. It’s quite different to most other management style games since it has a high 
proportion of interaction with computer controlled human personalities. ie. negotiations 
with other managers, boxer contracts, staff recruitment and publicity events. There are 
many other conventional tasks for the manager like scouting for new boxers, finance, 
training and even fight tactics are part of your responsibility: using full arcade action you 
can participate in your boxers’ performance inside the ring itself or, if you prefer, direct 
them from the ringside. Two player mode available, Sparkling graphics are used 
throughout the game and full details on the games major concepts follows:- 


* The game has 100 ranked boxers with fourteen shown attributes, retirements on age and injury 


* Negotiate fight deals with twenty other boxing managers, arranging the size of the purse, the venue and the date etc 


* Choose any one of ten publicity stunts to pull in the crowds to your fights: press conferences, television, public brawls etc 


® Tou can appoint and fire a scout, physio, comerman and a trainer. Training methods include punchbags, speedball, weights, roadwork and sparrir 


® Your boxers can tight tor World, European or National titles with mandatory defence. The boxers performance n the ring is shown very grapt 


Juring a hight; |.e. punch to the head, the body, inside and numerous time-wastina tactics 


© Fitteen ringside Joes each have their own individual score ards which are shown on the screen os the tight untolds $0 that y 
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Formula I Challenge 


VERSION 4.5 


This motor racing simulation is an incredibly addictive game for 1 to 4 players that has 
been developed over a period of years by true fans of the sport. You start the game with 
just one car & driver with the aim of building your team to win the drivers and constructors 
championship. All circuits, drivers, teams, car graphics, rules, engines etc., are accurate for 
the 1994 season and can be updated. Excellent presentation with full sounds effects. The 
sensational world of Formula One awaits. 

¢ Watch races as they unfold, three levels of highlights. 

© Crashes, spins, pile ups, car failures, stop /go penalties, 
© Weather changes, fastest & record laps, make pit-stops. 
© Four independent levels of difficulty. 

© Accurate and detailed graphics of the teams, circuits etc. 
© |5 teams, 2 cars per team, 50 drivers with varying skills 
© Complete engine and tyre contracts, sponsors. 

© Choose tyre compounds, train your pit crew. 

¢ Tune your engines, change wing settings. 

© Qualifying, 16 accurate championship circuits 

© News section, realistic sound FX, weather forecasts. 

© Load/save games, statistics saved, latest FISA rules. 

© Full drivers and constructors championships 

e Fully descriptive instruction book 
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